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™ Teaching the World 
the Fine Art of Make-Up 

Makeup Artist Training Centers 

LIMITED TIME 

Scholarship Offer 

from Joe Blasco Enterprises 

We are now offering a 50% scholarship for the Professional Makeup Artist 
Program or the Masters Makeup Artist Program at the Joe Blasco Makeup 
Artist Training Centers in Hollywood, California and Orlando, Florida. Those 
with a cosmetology, e.sthetician or mortuary license will receive an extra 10% 
discount for a total of 60% off the price of tuition and materials! This is 
exclusive to all members in good standing with the I.A.T.S.E. International. 

This is available to I.A.T.S.E. union members in all production categories and 
is also extended to their family and referred friends. 

The referring union member must accompany non-union member applicants 
(friends and family) during the initial inteniew. or the member must provide 
a letter of introduction for presentation at the intenieiv. All applicants must be 
over the age of 18. This offer is extended through 201 1. 

THIS IS A GREAT OPPORTUNITY 
FOR THOSE WHO HAVE ALWAYS WANTED TO ENTER 
THE FIELD OF PROFESSIONAL MAKEUP ARTISTRY! 


joe Blasco Makeup Artist Training Center 
Orlando 

5422 Carrier Drive, Suite 104 
Orlando, FL 32819 
tel: 800.252.7261 I 407.363.1234 
fax: 407.522.9916 
email: Orlando@joeblasco.com 


joe Blasco Makeup Artist Training Center 
Hollywood 

1670 Hilihurst Avenue 
Hollywood, CA 90027 
tel: 800.634.0008 I 323.467.4949 
fax: 323.664.7124 
email: Hollywood@joeblasco.com 
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I 'm not much of gamer these days. In fact, I bought my first Xbox 360 just a few months ago. It’s 
this fancy, expensive red thing witfi tons of storage for games that in all likelihood I'll never down- 
load and never play. I’m pretty sure the top of It has a thick coat of dust already. It’s not that I don’t 
like playing video games, I just don’t have a lot of time for it. Of course, things were different when 
I was a kid... 

Let’s go back to a simpler time, when hair was big, jeans were tight. Motley Criie was huge and a hand- 
ful of quarters got you a bus ride to the mall, a pack of Big Chew bubblegum, an extra-large Coke Slurpee 
and an entire afternoon in the video arcade. Hell, if you were good - and everyone always knew who the 
arcade wizards were - you could make 50 cents last all day. Back in the Satanic Panic days, hanging out 
at the arcade was a lifestyle. Pong was passe, Atari was for kids, and most teens, even if they could af- 
ford a console system or a 16-bit Commodore 64 for home use, would rather go strut their stuff at the ar- 
cade to the tune of the latest Judas Priest song. 

One of my all-time favourites was a side-scrolling cabinet game called Ghostly Goblins {later released 
as the console title Ghosts 'n Goblins). It was this great horror game in which you played a knight (Sir 
Arthur) trying to save a princess (Guinevere) who’s been kidnapped by none other than Satan himself. 
Along the way you had to vanquish a bevy of Ole Scratch’s minions - zombies, demons, ghosts, cyclopses, 
skeletons and other ghouls - by repeatedly firing daggers, torches, javelins and axes at them through sev- 
eral levels of the Demon World, including a graveyard, haunted forest, fire bridge, crystal cave and a 
fortress. Goofy, yes, but it sure beat Space Invaders, Asteroids, Moon Patrol or Galaga in terms of appeal 
for the budding Evil Deadtan. 

Like other arcade game junkies, I spent a lot of time and a lot of babysitting money playing that game, 
mostly because It was really freaking hard! In fact, it’s still considered by Gametrailers.com to be the sec- 
ond most difficult game ever made. Get hit once, your armour flies off and you're fighting in your gitch. Get 
hit a second time and you’re dead. And even if you don’t get hit, there is a timer on your life that counts 
down two minutes and 60 seconds. If you don’t finish a level in that amount of time - guess what? - 
you're reduced to a pile of bones. And, as a final fuck you, if you can make it to the end {without ever get- 
ting hit more than once), you have to start over and play the game a second time at an increased difficulty, 
just to fight the last boss (Satan). 

This often led to me screaming obscenities, kicking the game and getting scolded by a fat guy In a 
stained T-shirt who smelled like piss, whose job it was to trade cash for quarters (and also sell weed and 
acid on the side). If I ran out of lives, I’d fire more coins into the machine and start at the beginning of the 
level I was at. But eventually I’d run out of money and hit the bus home. Once there, I’d watch my beta tape 
of Thrillerto make me feel better. 1 don't think I ever completed the game at the arcade (definitely finished 
the bastard on Nintendo a few years later, though), and I surely never played the sequel, Ghouls'n Ghosts, 
but I have fond memories of Ghostly Goblins, all frustration aside. 

For a while, my twin brother and I went 8- and 16-bit mental with Nintendo and Sega, furiously finish- 
ing everything we brought home, including that terrible Friday the 13th game and the even worse Ghost- 
bustersgame. Eventually, boys, horror movies and rock concerts took precedence in my life and the game 
controllers were put away, l dabbled here and there with the odd PC title, such as Wolfenstein 3-D, Doom 
and The Thing game (simply because it was The Thing game), but it wasn’t until Silent Hill, Manhunt anti 
Halo hit the shelves that I even began to think about gaming as an experience that could elicit fear. 

Still, it wasn't enough to make me invest in a console. As I said, that didn’t happen until last year, when 
Left 4 Dead ms released. Steve Niles would call me up, raving about the game and inviting me to kill zom- 
bies online with him and John Carpenter. Until that point I had no idea I could play against other people by 
simply using the console hooked up to my 50-inch plasma. I figured if Carpenter was doing it, then it 
couldn't be too nerdy, could it? Turns out Left 4 Dead ms exactly the kind of retro arcade experience I was 
waiting for. The kind of game you could turn on for 30 minutes to an hour then get back to whatever you 
were doing before. And best of all. no fat guy who smells like piss! Joy! 

Next thing I knew I was a gamer again. Now, with the sequel coming out, I suppose I had better dust off 
that expensive Xbox 360 and get killin’ some zombies. I heard one of the new weapons was a shovel... . 
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RUE MORGUE #95 would not have been possible 
without the valuable assistance of; Devin Bennett, 
Colin Geddes, Mary-Beth Hollyer.AJ McMullan and 
zombies everywhere. 


Rue Morgue #95 is dedicated to the memory of 
Austin Albert Lupton. 
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RE; POST MORTEM RMm-. The letters page 
was somewhat surreal this issue: “Dear Rue 
Morgue, how DARE you present a pentagram in a 
negative light (despite its usage in the film, which 
is what you were referring to)! I am pissed and 
offended!” "Dear Rue Morgue, I understand that 
your reviewer didn’t like our album and that’s fine, 
but I feel he is, in fact, a fan of someone else we 
played with and, upon knowing we were on the 
outs with that other person, decided to use that as 
fuel to make his review even worse! Also, we be- 
lieve he’s complicit in the New World Order/FEMA 
concentration camps and is likely a reptilian in the 
David Icke vein. Thanks!” “Dear Rue Morgue, I 
was reading your magazine, and suddenly I was 
struck with horror and epileptic seizures as I no- 
ticed ‘Christine’ was misspelled as ‘CHISTINEI’ 
‘CHISTINE!’ I am outraged and trembling at the 
thought, whilst weeping on the floor sadly. I have 
taken to reading your entire magazine cover to 
cover whilst marking out any misspellings with a 
pen and writing the CORRECT SPELLINGS ABOVE 
THEM to easy my troubled, fevered, lesion-riddled 
mind." 

ROVIN - THE RUE MORTUARY 

THANKS FOR THE awesome article on TV’s 
Coolest Cartoon Creeps. It was a great stroll down 
memory lane, and it makes me long for the days 
when things were simpler and monsters ruled the 
tube. Now let’s get an article about the baddest 
creep of them all, Count Duckula! Then I can fi- 
nally rest in peace. 

BRIAN Pin - TALLAHASSEE, FLORIDA 

I AM MOST DISPLEASED! I won’t get Into why I 
disagree with Sean Plummer's distaste for Rob 
Zombie movies. We can agree to disagree on 
that. However, I would like to complain that his 
review of The Haunted World Of El Superbeasto 
made not one mention of the Hard ’N Phirm 
songs scattered throughout. The songs were the 
best part of the movie. 

SALLY ZYBERT 
- THOUSAND OAKS, CALIFORNIA 

THANK YOU for the article on HorrorCrush.com! 
I’d planned to go to bed early for once, but could- 
n’t after reading your page-long article about it. 
This is just what I’ve been looking for, and, I 
thought, so were a lot of other people like me! 1 


drafted a quick email to several horror movie 
groups I belong to here in New Jersey so they’d 
be notified the moment they logged on to their 
computers in the morning! Thanks! 

GLENN ALLEN - NEW JERSEY 

rVE BEEN an avid fan since the Roger Corman 
issue (RM#53}. I’m such a fan of Rue Morgue that 
there have been times where there has been a 
choice between food or the magazine and it won 
hands down. While there have been times I won- 
dered what the hell you guys were thinking (the 
Blair Witch on the cover of RM#91 - are you fuck- 
ing kidding me?) usually your Note From Under- 
ground [encouraged me] to explore something 
new. My favourite issue definitely has to be your 
1 1th anniversary (RM#83} where good old Uncle 
Forry graced the cover, my hometown of Vegas 
was featured in Travelogue of Terror and, most 
importantly, you covered The Creepshow’s new 
album Run for Your Life. While I was already a fan 
(thanks to Rue Morgue Radio) this year I get to 
see them live in Vegas, on my actual birthday no 
less. I can’t wait to hand them RM#83 and hope 
for an autograph. I can’t think of a better birthday 
gift. Thank you so much for bringing new things 
from the world of horror to us fans every month. 

JAY SINS. -SIN CITY, NEVADA 

JOVANKA, I am writing you to thank you for the 
awesome magazine with which you are involved. 
I love Rue Morgue and I love the articles you write. 
I always look forward to your Note From Under- 
ground. I have been a subscriber to the mag for 
only the last year but I have read it for many. Due 
to my current situation I’m no longer in the posi- 
tion to go to my favourite shop to buy a copy every 
month. Soon enough that will all change. It is now 
under two years to my release. Yeah!!! So I was 
wondering, if at all possible, if you would be able 
to send one of your biggest fans an autographed 
photo of yourself. Thank you for your time and 
thank you for your magazine. 

- NAME AND CORRECTIONAL 
FACILITY WITHHELD 

DEAR MR. PULLIN; I’ve been a reader of Rue 
Morgue for a while and one of the first things 
which pulled me in was the art. It really set the 
magazine apart from the other horror rags and 
continues to catch my eye every month. Recently, 
I saw some of the merch on Rue’s website and 


was absolutely blown away by several of your 
pieces, namely the various monster praying hands 
(so fucking cool) and the Poe and Lovecraft por- 
traits. I’m sure you’re busy, so I’ll stop verbally fel- 
latlng you and get to the point; I was wondering if 
you would mind if I used the Poe portrait as a tat- 
too design. I’ve been wanting a Poe tattoo for a 
while and have been looking for the right design. 
I almost went with a Grimly piece, but once I saw 
yours, I lost my shit. It’s perfect. Please let me 
know if this would be okay. Either way, thanks for 
putting out quality horror art and giving Rue 
Morgue such an awesome look consistently. 

CHRIS FRANCO - ADDRESS WITHHELD 

[Gary says he 'd be honoured if his art was carved 
on your flesh. - Ed.] 

I'M SURE YOU hear it all the time, but Rue 
Morgue has no equal. I’ve read other genre mag- 
azines, but in its breadth of subject matter, atten- 
tion to detail and overall excellence, nothing 
matches your publication. Each month. Rue 
Morgue continues to widen my horizons in terms 
of horror film and literature, and the Rue Morgue 
Radio podcast has done the same for horror-re- 
lated music. Thank you again to you and your en- 
tire staff for channelling your passion into what 
your readers consider such a wonderful gift. 

JEREMIAH DALY - BURKE, VIRGINIA 

RMff92 has a great review by John W, Bowen of 
Death Bed: The Bed That Eats (^ 977), directed by 
George Barry. However, the DVD cover art that ac- 
companies the review is of Deathbed {2002), di- 
rected by Danny Draven. You’ve probably already 
gotten 100 letters about this, but just in case you 
hadn’t, I thought I’d send you a quick email. You 
might want to print a correction in an upcoming 
issue, as the wrong cover art could lead people to 
purchase the wrong movie, and then wonder what 
the hell Bowen was talking about! 

JAY TREFETHEN - ADDRESS WITHHELD 
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ZOMBIES, VAMPIRES AND SUBURBAN MAYHEM MARK GENRE HIGHUGHTS OF TIFF 2009 


Once again the Toronto International Film Festival featured only a smattering of 
genre titles among its hundreds of entries, with the bulk of them premiering in the Mid- 
night Madness program. Midnight Madness kicked off its ten-day run with the star-stud- 
ded red carpet premiere oUennifer's fiof/v(see review p.39). Australian filmmakers were 
behind some of the fesl's other most talked about titles, including the Spierig Brothers’ 
sci-fi vampire film Daybreakers and newcomer Sean Byrne's torture comedy The Loved 
Ones. George A. Romero's Canadian citizenship was celebrated during the festival, yet 
his latest zombie film Survival of the Dead was upstaged by Spanish sequel [REC] 2. 
Among tlie genre highlights outside of Midnight Madness were Lars Von Trier’s con- 
troversial Antichrist (RMU93). Joe Dante’s 3-D kids flick The Hole and the rediscovered 
Australian film Wake in Fright. 

Reviews by DAVE ALEXANDER, LIISA LADDUCEUR, STBART F. ANDREWS AND ERIC VEILLETTi 


DAYBREAKERS 

Michael and Peter Spierig - Australia 

The Spierig Brothers (Undead) attempt to give 
vamps back their bite by thrusting them into a fu- 
ture where nosferatu rule the world, feeding on a 
dwindling blood supply. In a kind of / Am Legend 
meets Blade meets Gatlaca way, their sci-fi/hor- 
ror/action hybrid is clever, fast-paced, thrillingly 
gory and features top-notch performances from 
blockbuster talent Sam Neill. Willem Dafoe and 
Ethan Hawke. (Plus neat details of how that kind of 
society might actually work: blood in your coffee? 
Sun-shielded cars?) Once we meet our hero it turns 
into more of a chase movie, in which the female 
characters are disappointingly useless, but for its 
superior practical and visual effects and a fresh, 
fierce take on a tired genre. Daybreakers was a 
crowd-pleasing highlight of this year’s Midnight 
Madness. LL 

GEORGE A. ROMERO'S 
SURVIVAL OF THE DEAD 

George A. Romero - Canada 

The good news; Romero is officially a Canadian 
citizen, an occasion marked during TIFF by a cer- 
emony at Toronto's Dundas Square, complete with 
a legion of zombie walkers. The bad news: Sur- 
vival is a career low point. The film follows a group 


of soldiers (including one from 
Diary of the Dead) who seek 
refuge on an island where warring 
cowboy families with cartoonish 
Irish accents fight about the rights 
of the undcad. Nonsense plot 
aside, technically this is amateur, 
with cheap CG effects, uneven 
performances and awkward edit- 
ing. It’s a disjointed mishmash of 
hokey western .soap opera, serious (but unfocused) 
social commentary and occasionally inspired gore 
gags. Some enjoyed it as satire, but the lack of a 
post-screening standing ovation at the world pre- 
miere was telling. DA 

THE HOLE 

Joe Dante - USA 

Joe Dante (Gremlins. The 'burb.'i) returns to the 
genre with a 3-D exploration of his own circle of 
hell: the candy-coloured, cartoon world of the sub- 
urbs. After moving from New York to the dreary 
town of Bensonville. seventeen-year-old Dane 
(Chris Massoglia) and his ten-year-old brother 
Lucas (Nathan Gamble) discover an endless hole 
in the basement of their new home, which forces 
anyone who gazes upon its infinite stretch of dark- 
ness to violently confront their unresolved fears. 



Sam Neill as a corporate vampire villain in Daybreakers. 


Dante makes great use of the compositional pos- 
sibilities of the 3-D conceit and the inevitable de- 
scent into the hole itself is nothing less than 
mental, but with PG-13 content, this one's recom- 
mended either for children, or children of the ’80s 
nostalgic for Dante’s cuddly brand of horror. SFA 

THE LOVED ONES 

Sean Byrne - Australia 

Grabbing the inaugural Audience Choice Award 
at Midnight Madness, The Loved Ones stands as 
testament to a new era of Ozploitation. Robin 
McLeavy stars as Lola, a precocious teen who re- 
fuses to let anyone or anything ruin her prom 
night. So when Brent (Xavier Samuel), the cutest 
boy in school, opts to take another girl. Lola takes 
matters into her own hands. With the help of her 
doling, psychotic father (John Brumpton). she kid- 
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naps Brent and utilizes all manner of household im- 
plements (tea kettles, power drills, scissors, etc.) to 
give him a night he’ll never forget. This is Pretty in 
Pink meets The Texas Chainsaw Massacre. The 
moral of the story? When the quietest girl in school 
asks you to the prom, just say yes! SFA 

[REC] 2 

Jaume Balaguero and Paco Plaza - Spain 

Rarely does a horror sequel outshine its pred- 
ecessor but [REC} 2 writer/directors Jaume Bal- 
aguero and Paco Plaza have not only surpassed 
their first installment, they've made one of the 
scariest movies of the year, breathing new life 
into the "zombie” story in the process. Part two 
picks up fifteen minutes after the end of [REC] 
with a camera-equipped S.W.A.T. team entering 
the darkened apartment full of bloodthirsty in- 
fected maniacs. As they probe deeper into the 
decrepit nooks and crannies, searching for a vital 
vial of blood, we leant that the religious angle 
only hinted at in the first installment is at the 
forefront of the story. The narrative is original, 
the tension almost unbearable and the things in 
the dark are absolutely terrifying. A perfect Mid- 
night Madness experience. DA 

THE ROAD 

John Hillcoat - USA 

Bleak, heartbreaking, harrowing. In terms of 
mainstream fare. The Road might have been the 
most gut-wrenching film at TIFF. The endless post- 
apocalyptic nightmare is based on Cormac Mc- 
Carthy's Pulizer Prize-winning novel about a man 
and his son journeying through a barren, ashen 
landscape of unknown origin (the cause of the 
apocalypse is never explained). In the face of star- 
vation and loneliness they carry the flame of hope 
- even after encountering cannibalism and other 
acts of cruelty amongst the few survivors. Viggo 
Mortensen and child actor Kodi Smith-McPhee are 
captivating, the score by Nick Cave and Warren 
Ellis is haunting, and the desolate sets (the film was 
shot partially at Mount St. Helens) are otherworldly 
eerie. Not a pure horror film per se, but The Road 
is truly territying. U. 

SOLOMON KANE 

Michael J. Bassett - France/Czech Republic/UK 

The Solomon Kane stories were a favourite 
among pulp readers of the Great Depression, and 
director Michael J. Bassett pays homage to both 
creator Robert E. Howard’s swashbuckling tales 
and the sword-and-sorcery films of the ’80s. Al- 
though Kane (James Purefoy) has sworn off 
vengeance in order to save his soul, he picks up his 
swords and pistols when the daughter of a family 
he has sworn to protect is kidnapped and enslaved. 
Featuring Pete Posllethwaitc and Max Von Sydow. 



[REC] 2: The sequel to [REC] uses religious overtones to expand the story and up the scares. 


what ensues is a bloody revenge flick that isn’t 
bothered by romantic subplots or wily sidekicks. 
Kane battles demons, bat-like underground 
dwellers and. in a particularly gory scene, escapes 
his own crucifixion by pulling himself down from 
the cross. This Midnight Madness title delivered 
the goods for both fantasy and horror fans. EV 

SUCK 

Rob Stefaniuk - Canada 

Horror/comedy is hard, and Stefaniuk {Phil 
the Alien) gives it a good shot, with this ambi- 
tious Canadian vampire romp. There's funny 
writing and some decent gore gags, including 
one involving a Slurpee, but this tale of a no-hit 
wonder band that strikes a deal with the undead 
in a last grasp at rock stardom got its heavy TIFF 
buzz primarily on its impressive, creepy cameos, 
including ones from Alice Cooper, Iggy Pop. 
Henry Rollins and Moby. The actual band ("The 
Winners”) plays crappy pop, and there are too 
many leaps of logic to believe in their sudden 
success. Stefaniuk could have better linked 
bloodsuckers to the music biz but instead just 
made a neat I’il rock 'n' roll road trip movie. LL 

UNDER THE MOUNTAIN 

Jonathan King - New Zealand 

Based on the novel by Maurice Gee — previ- 
ously adapted into a miniseries in 1982 - 
Jonathan King's take on the story of telepathi- 
cally linked, fire-wielding twins Rachel and 
Theo fits right into the current wave of tween- 
aimed dark fantasy films. Mr. Jones (Sam Neill) 


is the last survivor of an alien race bent on de- 
stroying the evil Wilberforces: humanoid, tree- 
like creatures, whose appearance counts for 
some of the film’s creepier moments. Jones 
needs the twins' powers to destroy the Wilber- 
forces, but Rachel and Theo must first deal with 
their own emotions over the death of their 
mother. The film echoes Firestarter. Disney's 
Escape From IVitch Mountain (which also fea- 
tures telepathic twins) and the atmospheric chase 
scenes in the abandoned house reveal a touch of 
Phantasm. EV 

WAKE IN FRIGHT 

Ted Kotcheff - Australia 

Things get raw and brutal in 197rs Wake in 
Fright when schoolteacher John Grant (Gary 
Bond) escapes his boring middle-class existence 
for an isolated Australian town, where he meets 
Doc Tydon (Donald Pleasence at his most mani- 
acal). What ensues is five days of excessive 
drinking, gambling and an upsetting, documen- 
tary-style kangaroo-hunting scene. At no point 
do Grant’s cohorts. Tydon and a duo of lumber- 
ing outbackers. turn on him (like the hillbillies in 
Deliverance), nor does nature seek revenge for 
their excesses (a la The Long Weekend). Rather, 
the outback provides an anxiety-inducing back- - 
drop for a man bent on embracing primitive mas- 
culinity and facing full-on self-destruction. A 
recently rediscovered negative meant a restored 
print for TIFF’s Dialogue retrospective series, 
which also featured a Q&A with director Ted 
Kotcheff. EV 
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bleederseries.com 

New vampire web series Bleeder poses trie 
question: "What if the ladies of the night were 
actually creatures of the night?" Production val- 
ues are surprisingly high on the nine-minute in- 
augural episode, which sees the vamps drain 
unsuspecting Johns before stumbling across a 
desperate hemophiliac with a plan. Cue 
cliffhanger. 


darkiordbunnykins.wordpress.com/ 

Rue Morgue's own Sean Plummer recently 
launched his own daily horror blog - with a very 
unusual name. Content ranges from coverage 
of Toronto-area events to film and concert re- 
views and interviews with horror celebs. Drop 
in on the Dark Lord. 


zombaritavMle.blogspot.com 
The anonymous soul behind Zombaritavilla has 
a knack for kitsch. Posting anywhere from one 
to three updates a week, this site offers revised 
"zombified" lyrics to popular songs from a num- 
ber of musical genres. A particularly inspired 
example: “We’re Craving Brains Again" sung to 
the tune of the Eurythmics’ "Here Comes the 
Rain Again,” 


miket.co.uk/blood. Iamp.html 
A lamp that runs on human blood? How freakin’ 
cool is that? Okay, it is also supposed to deliver 
a deeper message about environmentalism and 
energy usage, but can you really blame me for 
getting hung up on the blood part? Check out 
the freaky vampire bulb. too. 


popcap.com/games/pvz/?icid=p!3ntsvszom- 
bies.HP_0L.3_8 19.08..en 
If you’ve gotten hooked on Popcap’s popular online 
smackdown narrts vs. Zombies - which pils plant 
life against unlife - you’ll be pleased to discover a 
downloadable version is now available. Free to 
demo. SI 9.95 USD to own, it boasts five game 
modes and more feisty foliage than you can shake 
a garden hoe at. Get planting 


RON HOWARD PLANS LOVECRAFT COMIC BOOK ADAPTATION 


Compiled by MONICA S. KUE8LER 
QcX a noadkifl suggestion? EmaH a linK tc roa<ikill9rue-morgue.com 


After some mostly dismal attempts to 
bring the horrors of H.P. Lovecraft to the big 
screen, the dark stars might finally align 
under the direction of Hollywood mainstay 
Ron Howard. This past September, the di- 
rector of The Da Vinci Code and Angels <& 
Demons told the Los Angeles Times that he 
hopes to bring Cthulhu and company to life 
in an adaptation of Image Comics’ recently 
released The Strange Adventures of H.P. 
Lovecraft. In that series, a fictionalized 
Lovecraft discovers that the dark horrors that 
plague his nightmares actually slither forth 
to wreak havoc whenever he sleeps. 

“It’s challenging, but if we get it right, it 
could be really original and psychologically 
interesting and scary in a great way,” 
Howard told the Times. 

Series writer and co-creator Mac Carter 
spent twelve weeks penning a screenplay for 
the potential film after a deal was struck with 
Howard’s Imagine Entertainment this sum- 
mer. 

Carter says, ‘T tried to write a character 
and a story that would appeal to hardcore 
fans and the uninitiated equally. I think 
Ron's talent for opening up subject matter to 
a broader audience speaks for itself. But let 
me say, who knows what he’s going to do 
with it?” 

The genesis of The Strange .Adventures of 
H.P. Lovecraft dates back nearly a decade. 
Since 2000, Carter, along with cover artist, 
colourist and letterer Adam Byrne and char- 
acter co-creator Jeff Blitz, had floated the or 
a video game, before settling on the four- 
issue comic. Right from the get-go they 
agreed to focus on a tale that, however fan- 
tastic, could still be filmable. In 2006, they 
added Tony Salmons as the story artist for. 
as Carter puts it, his “incredibly cinematic 
sensibility.” 

While the monsters are obviously crucial, 
Byrne says it’s the complete package that 
gives Strange Adventures the depth needed 
for a film adaptation. “I think it's a great 
combination of elements: a protagonist that 
is extremely gifted., but unable to win the 
affections of a girl he covets - premise of se- 
rial horror that is reminiscent of the great 
Universal monster movies. Every night he 
sleeps, Lovecraft manifests monsters that 
hunt down those that have wronged him, 
[It’s] a window into a mythology, a reality. 


t «r . 




The Strange Adventures of H.P. Lovecraft The film? 




that we are not alone in the universe, and 
whatever is out there is not benevolent." 

Shortly after the concept was finalized, the 
creators released an online animated trailer, 
which brought the project to Howard's at- 
tention. 

“The deal with Imagine was made before 
the first issue had even hit the stands,” says 
Carter. “It was Ron's passion for the project 
that won me over. ... He also hired a pro- 
duction designer, who created these massive 
concept images of some of the horror ele- 
ments. They’re awesome pieces, very creepy 
and Lovecraftian, and I think they’d be in- 
sane on film." 

However, as Howard told the Times, 
whichever movie he tackles next might be 
down to which script is completed first. 
Carter raced to complete his own in October. 

“There's a lot of excitement around the 
project, so I expect feedback will be quick,” 
he predicts. “Having said that, welcome to 
the well-chronicled world of Hollywood de- 
velopment. Who really knows?” 

Could this be the movie that finally brings 
Lovecraft into the mainstream? 

“Lovecraft doesn’t need me to help him 
break through.” Carter says. “And I’m on 
record: I want to see more Lovecraft films.” 

With Guillermo del Toro having his own 
Lovecraftian dream project in the form of an 
At the Mountains of Madness adaptation. 
Carter may get his wish. “Who wouldn’t 
want to see a proper At the Mountains of 
MadnessT' he wonders. “1 can hardly wait. 
Let the Age of Lovecraft begin!” 

A.S. BERMAN 









HAUNTED HOUSE SIMULATOR 


Expedience the 
holTot' on DVD ilith 

"thfi ^rud§£ 

fEo<n Sony Pictudes, 
In Stores nov(. 


Pl^epa^e fo^ sctearn-out-loud 
WidsI The teh'or of the 
hft movies comes homel 
Use the Wli Remote™ as ycxif 
fla^tight iT you date to 
explore the dj$tuhbinf1y 

detailed stages. 

Let a fhiend (of enemy) play 
and watch them jump! 

Oh use a second corttTollef 
to thiiger instant fhifhtsi 


THE Grudge 




THE RUE MORGUE 



* It was once believed that placing a dead mouse in one’s mouth could cure a toothache. 

I As a child, H.R. Giger became fascinated with skeletal anatomy (which figures into 
much of his artwork) after his father brought home a human skull. 

i This past September, Tampa Bay-area volunteers tasked with cleaning up a secluded 
beach made a grisly discovery when they sttimbled upon the decapitated remains of a 
goat, duck and hen. 

t Argentinian sculptor Nicola Constantine creates art out of the fat she has removed from 
her body during liposuction treatments. 

* Twilight Zone writer Charles Beaumont was bom Charles Leroy Nutt. He initially used 
“Beaumont” as a pseudonym, but later legally changed his name. 

s From the 1 6th through 1 8th centuries it was believed biat mental illness could be cured 
by drowning and then reviving a person. 

* Jaume Balaguero and Paco Plaza angered the landlord of hie apartment building that 
they shot [REC] 2 in when they used so much feke blood that they permanently stained 
the floor pink. 

* This past September, a 29-year-old woman plunged three storeys to her death after a 
rooftop fence she was leaning on gave way during an unauthorized ghost-hunting expe- 
dition at the University of Toronto. 

* Composer Bernard Herrmann (Psychd) formed his own orchestra when he was just 
twenty years old. 


I The phrase “one for the road” allegedly comes from the practice of stopping to allow 
the condemned a final drink en route to the gallov/s. 


i Ben Rock, director of Alien Raiders, was also a production designer on The Blair Witch 
Project, he created the iconic stick man figure that became the symbol for the film. 

s Recently, pathologists at Johns Efqpkins Hospital in Baltimore, Maryland conducted a 
study that compared the causes of death as recorded on official death certificates to the 
corresponding autopsy reports over a h&dred year period. They found errors in over a 
quarter of the cases, and that there wer4 as many mistakes made in the late 1 880s as 
today. 

t Afta killing an enemy in battle, the Brazlan Cubeo tribal warriors would return home 
with tfieir victims' severed genitals. It was c^tomary for their wives to eat them as a fer- 
tility aid. 



Compiled by MONICA S. KUEBLER 
siat or morbid fact? Send it tbrougb to info9iue-morgue.com 




1. 

DRAG ME TO HELL 

JUMPIN' GYPSY MAYHEM 

2. 

BLACK SUNDAY ("DROP OF WATER") 
GOLDEN GIRL'S CREEPING CORPSE 

3. 

EXORCIST III 

POSSESSED PENSIONER SHEAR FEAR 

H. 

[REC] 

RABID GRANNY COMES A'RONNIN' 

5. 

HOMEBODIES 

RETIREE MURDER SPREE 

6. 

THE TEXAS CHAINSAW MASSACRE 
GRANDPA'S HALFHEARTED HAMMER HIT 
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TOKYO GORE POLICE team reunites 
FOR SAMURAI PRINCESS 


Rocket Feet! Scissor Legs! And y6S, 
Breast Grenades! Aw yeah Mama! 
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DEVIL CANE 

$300 

Support your evil old bones 
with this diabolical cane. Topped with 
a stainless steel sculpture of Old 
Scratch, it has a cloven hoof at the 
bottom, suitable for knocking small 
children out of your path. Stroll with 
Satan at dvlstudio.com. 


BLOODY BEANIES 

$27 

Whether you’re shopping for a lid 
that says “can’t function; head eaten by 
worms" or you prefer the immediacy of 
the stake-through-the-skull look, Specter 
Studios has a latex prop-enhanced beanie 
for you. The grey polyester hats come in 
five different designs to keep your dome 
suitably disgusting. Aim for the head at 
specter-studios.com. 


LOVECRAFT SCENTS 

$15 per 5 ml bottle 

Envelope yourself in the miasma 
of the Great Cthulhu with Black Phoenix 
Alchemy Lab’s Picnic in Arkham line of 
perfumes, inspired by the writings of H.P. 
Lovecraft. Scents include Nyarlathotep. 
Shoggoth and. for the esoteric occult 
scholar in your life, Miskatonic University. 
By your smell they shall know you near 
at blackphoenixalchemylab.com. 


EVIDENCE CHEF'S KNIFE 

$14.99 

Gordon Ramsay never had a 
kitchen nightmare like this blood-spat- 
tered chef’s knife. The eight-inch chop- 
per is made of stainless steel and comes 
in a special presentation box with a tag 
proclaiming it “Evidence." The design is 
food-safe, too, so you won't poison your 
dinner guests. Unless you want to.... Get 
a little knrfe-happyatperpetualkid.com. 
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THE MOST INCREDIBLE SUPERNATURAL 
FANTASY OF THE YEAR! 



NKLYN 


Beyond Reality 


Available November 17 on D\'^D, 
Blu-ray and Digital Download 


BEYOND FF,AR 


BEYOND IMAGINATION 


'fm 


hitelUgctit, Strange ana Disturbing Soir TJjriller 
-DARK MATTERS 


IIVIAGE 




"★★★★ 

A Most Impressive, Daring 
Feature Coupling Inventive 
Storytelling with a Strong 
Visual Aesthetic/* 

- Eye For Film 

‘A Stylish, Ambitious and 
Massively Intriguing Debut!" 
— Film4 


A visionary new spectacle starring 
Eva Green (Cfliiwo Royale, The Golden Compass), 
Sam Riley (Control) and 
Ryan Phillippe (Crash, Cruel Intentions). 


EVA GREEN RYAN PHILLIPPE SAM RILEY 



juvcumc summ horror uioeo game fJFT 4 BEAD 2 arrives whr 

REW CHARACTERS, MORE WEAPOHRYAHO SO MOCH ZOMOIE SORE THAT IT HOIS 
RARHEO IR AOSTRAUA. IF YOO WART TO MAKE IT OUT MM, YOO’O OEITUt... 


treated to a frenetic first-person stiooter featuring a quartet of campaigns that could 
each be played out in 30 minutes to an hour. 

L4D% simple premise: each campaign is presented as a mini-movie (titled No 
Mercy. Death Toll. Dead Air and Blood Harvest) in which players can take on the role 
of one of four charismatic, wisecracking characters (Vietnam veteran Bill, college stu- 
dent Zoey. computer programmer Louis or the heavily tattooed, curmudgeonly biker 
Francis), From there, the goal is equally simple: battle hordes of “the infected” using 
pistols, uzis and shotguns, while travelling from safe house to safe house in an attempt 
to “live" through the story. 

The streamlined narrative isn 't the only progressive thing about L4D. however. The 
game is also heavily slanted towards group play, with several different online modes, 
including multiplayer Co-op. Survival, which is all about staying alive as long as pos- 


VEN AS HORROR VIDEO GAMES 


become ever more cinematic and narratively complex, the Left 4 Dead 
HP" franchise continues to buck the tend by delivering titles that hearken 
back to the medium's simpler arcade roots. The development team at 
Valve Software, makers of Left 4 Dead and the new Left 4 Dead 2. un- 
derstands that when it comes to zombie mayhem, it’s all about destroying as many 
rotters as possible, in the most gory ways imaginable. 

When the original L4D was released in November 2008 for the Xbox 360 and PC. 
it proved itself a surprisingly unique entry in the horror gaming canon; gone were the 
lengthy storylines of the Resident f v/7franchise and other zombie favourites such as 
Dead Rising (for a history of zombie video games, see p,20). Instead gamers were 
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sible, and Versus, which allows gamers to play as 
▼ zombies and go head-to-head against another team 
playing as survivors. 

All these elements combine to form an experience that 
comes pretty damned close (save for the stench) to what it might 
be like to be trapped In the middle of an actual undead pandemic. 
And while much of the game play is indeed focused on cutting down the single- 
minded mobs of fast-moving zombies, there are equally quiet, chilling moments 
in which players navigate tight hospital corridors, subway tunnels and sewer sys- 
tems, hearing the groans and moans of the infected reverberating around them, 
but are never sure where the next attack is going to come from. Not that navigating 
the exquisitely rendered wkJe open expanses is any less daunting: here the game’s 
“special infected" (essentially “boss” zombies) can hone in on a player from a 
distance. Among these uber-rotters are Boomers, who coat players in green zom- 
bie-attracting goop; Smokers, which can snare a character and drag him/her 
halfway up a building, long before the gamer even catches a glimpse of the crea- 
ture; and Witches that If disturbed launch a relentless, fijrious attack. 

This ominous atmosphere is further amped up by some simple yet effective 
touches, including car horns - virfiich can be triggered by a single stray bullet - that 
inevitably attract a ferocious swarm of &ie infected. Then there are the kills; after all. 


it wouldn’t be a zombie game if players 
weren’t able to exact all sorts of carnage on the undead. In LAD. gamers 
can cause the Boomers to pre-emptively blow themselves to bits with a carefully 
aimed gunshot, detonate a curious horde of rotters attracted by a beeping pipe bomb, 
melt the infected down to their fatty acids by tossing molotovs into the fray and, of 
course, there’s no shortage of trauma delivered from the barrel of a shotgun or an au- 
tomatic weapon. 

In short, LAD delivered the apocalyptic zombie game experience, with nary the 
time investment demanded by other horror titles, and it was a huge hit; awarded Best 
Multiplayer Game of 2(X)8 by numerous gaming magazines, it has sold three million 
copies to date. (Though there was ultimately some backlash from gamers who felt 
ripped off by the multiple short campaign format and the limited downloadable con- 
tent - see p.23.} 

Now. exactly one year after the inaugural release comes a sequel. Left A Dead 2 
(out November 1 7 from Electronic Arts for Xbox 360 and PC), which boasts a brand 
new cast of playable characters: a mechanic. Ellis, TV news reporter Rochelle, con 
man Nick and Coach, a high school football coach. The new game also ups the ante 
with five more interlinked campaigns and the highly anticipated addition of melee 
weaponry, including axes, bats, chainsaws, crowbars, electric guitars, frying pans 
and machetes, to name but a few of the twenty new killing tools. 

Not surprisingly, there's also a much greater emphasis on bloodshed and viscera. 
In fact, LAD2boasts so mu(^ gore that it has already been banned in Australia by the 
country's Classification Board for containing “realistic, frenetic and unrelenting vio- 



Nowhere To Run: Thelnfection reaches New Orleans in Left 4 Dead 2. 
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lence which is inflicted upon 'the Infected' who are living humans infected with a 
rabies-like virus that causes them to act violently." The Board clarifies their deci- 
sion further by stating that “it is the use of the ‘melee’ weapons such as the crow- 
bar. axe, chainsaw and Samurai sword which inflict the most damage. These close 
[up] attacks cause copious amounts of blood spray and splatter, decapitations and 
limb dismemberment, as well as locational damage where con^ct is made to the 
enemy which may reveal skeletal bits and gore.” Sounds like fun to us. 

Rue Morgue gets to the meaty centre of Left 4 Dead 2 with writer and co-pro- 
ject lead Chet Faliszek and Valve's VP of Marketing, Doug Lombardi. 


Let’s get to know you guys; what being witii a group of people you just 
are your all-time favourite horror met and working together to survive. 
games? We wanted to bring fttat sense of zom- 

Chet Faliszek: It depends on my bie movies to a video game. To that 

mood. I really love the lighthearted end, we focused on the co-op game 

take on zombies in Dead Rising, and, play first and foremost In the world of 

equally, sometimes I feel like some- Left 4 Dead, if you go off on your own 

thing a little darker like the original you are going to die. If you work to- 

Alone in die Dark. Both are great in gether you might survive. It is great to 

entirely different ways. The scariest watch four complete strangers meet 

moment of all time for me would be online and go through the process of 

in System Shock 2 the first time I working together and creating a team, 

heard the monkey screams. So much of the game is social and not 

just shooting zombies. 

Doug Lombardi: I actually thought 

the original Doom was one of the DL: As the marketing person, I was 
scariest things I’ve ever experienced, more of a customer of the product in 
At the time, the ability to have some- the early days, and served more as 
thing sneak up behind you was com- someone to help the designers flesh 
pletely novel. And the implied story, out what was working, etc. Clearly, the 

from the level design to the music, intensity of the game - the speed at 

made it an experience that kind of which the zombies move, their proce- 
stayed with you for a bit after you durally generated appearances, and 
stepped away from die keyboard. the variety of them - made it an im- 
mediate candidate for pushing 
Tell me about the origins of the gamers (groups not individuals) to 
original Left 4 Dead and what you have a visceral experience together, 
wanted to bring to the world of Through every phase, that was al- 
zombie gaming. ways the common thread: “We got 

CF; Zombie movies are not about freaked together, and then hopefully 

being alone. The classics are about survived together in a very cool and/or 

dramatic fashion." 




MORE LEFT 3EA3 

CIIASH COURSE 

Valve Software 

Just when you thought you’d made it out alive... think again! 
This past September. Valve Software updated their original 
Left 4 DeadtsbewWh a new downloadable campaign (available 
for $7 USD for Xbox users and free for PC) that takes place 
immediately after the chopper rescue at the end of the No 
Mercy storyline. Surprise, surprise, moments after takeoff the 
helicopter has crashed - which may or may not have some- 
tfiing to do with the pilot becoming a zombie - and the four 
survivors are back fighting the in- 







COURSE 


fected in the wreckage-skewn city 
streets. 

The Crash Course expansion 
features only two chapters, but 
both are longer than those offered 
with the previous campaigns. 
There is also a heightened em- 
phasis here on wide-open com- 
bat. So, while there are still 


warehouses, bridges and other 


dose quarters to traverse en route to the truck depot finale, the 
majority of the campaign takes place in the winding city 
streets, where the threat can come from any side, as well as 
die rooftops. This allows for additional team strategizing, and 
Valve has supplied plenty of gas cans, propane tanks, Molo- 
tovs and pipebombs to this end. Yes. folks, there are opportu- 
nities aplenty to blow up them zombies real good. 

The final siege is effectively harrowing and, like the rest of 
the expansion, challenges players with an open area to de- 
fend - all white battling the usual assortment of the uber-in- 
fected (Tanks, Hunters. Boomers and Smokers). Like the other 
campaigns. Crash Coursetakes anywhere from a half-hour to 
an hour to play through. Though, there is something to be said 
about taking one's time and exploring all the buildings along 
way - several of which hide ammo stores, additional 
weaponry, health packs and pain pills. 

While Crash Course does not reinvent the wheel or even 
preview any of the new characters, weaponry or special in- 
fecteds from the upcoming sequel, it does offer a slightly im- 
proved and streamlined Versus mode. And for less than the 
pnce of a movie ticket it adds one more highly repiayable cam- 
paign to an already highly repiayable game. So, if you're a fan 
of L4D, this Should sate your itchy trigger finger until the se- 
quel hits stores later this month. 

MONICA S. KUEBLER 


Were there any particular zombie 
movies, comic books or stories 
that helped shape the game? 

CF: All of them? I am not sure how I 
could say anydiing else. I still remem- 
ber the sense of dread I had the first 
time I watched the original Dawn of 
die Dead at a midnight movie. I have 
been reading and watching zombie 
books and movies tor so many years, 
it is hard to say where it ail comes 
from. But with that, it was also impor- 
tant for us to create our own lore, our 
own zombie rules for the Left 4 Dead 
universe. Can zombies swim? What 
do they eat? Are they fast or slow? 

DL: At the end of the day. you’re 
making a game. In sharp contrast to 
movies or comics, games - espe- 
cially Left 4 Dead and L4D2 - are 
the arrangement of story pieces, 
props and sets which are handed off 





CF: We wanted die frantic action fast zombies bring. 
We wanted it to be a sprint, not a marathon. 

Why comprise the games of multiple separate 
stories/missions instead of making one long 
narrative? 

CF: The idea both times was to give players some- 
thing they could bite off in one sitting. You hook up 
with three friends online and you can have an ex- 
perience that has a start, middle and end in 30 
minutes to an hour. 


DL: In L4D2. we've done five distinct stories/mis- 
sions (and] those are somewhat connected - much 
more so than in the first game. And. again. I’ll point 
back to the game play implications as our reason 
for doing this. In most cases, folks only have an 
hour or two to play together, which equals the 
length of one campaign. As such, it just made a lot 
of sense to make these campaigns stand on their 
own and, to a lesser extent, connect back together 
so folks can have the freedom to play on or quit 
after an hour or so and feel like they had a com- 
plete experience. 

Cont'donp.22... 


to a cast of gamers 
experience. It’s all a grand improvisation at some 
point. In the case of movies and comics, it's a lin- 
ear playback, and every time it’s read or played, it 
reads and plays the same for everyone. 


That said, there’s always die argument over fast 
vs. slow zombies. You guys went fast - how 
come? 

DL: It's more fun to play. We’ve all played the slow 
zombie game a million times. The intensity of feeling 
surrounded by a crowd of zombies is magnified each 
time you subsequently see them running toward you. 
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W HEN THE ZOMBIE APOCALYPSE COMES, 

!tK)se roaming rotters don't stand a dianr^. tt^ks to an entire 
eratKW ot gamers that has been honing its stolts slicing, dubbing, 
shooting and chainsawing pixilated versions of the pusbags. 

The zombie made its first appearance in 1982 in a tittte-towwn ganw developed 
for the Atari 2QX) console system called Entombed. Game play conssted of TOth- 
ing more toan one or two playere trying to navigate a crudely ^inrated stick figure 
through a sooiting maze while being pursued by zombie idifferentty c^oured stick 
figures!. The foliowing year another maze navigatjon game surfaced, called Zombies. 
Available for a number of systems, tots one oice again found (layers plotting a 
course through a senes of mazes and dungeons as they attempted to eiucte the im- 
dead. plus some spidera and snalres. The game was ^ one of tt% first fitles to 
combine ixizzle-scrtving with surwva! horror as players were forced into a series of 
ccffridore that were optiral illusions reminiscert of toe artwork of M.C Escher. 

If you were living in Europe in 1984 you might have been luc!^ enough to have 
fixjnd the game that launched toe genre tor the Eun^n PC market Zombie Zom- 
bie. Developed as a strategy-based game rather than a shooter, it had players at- 
tempting to rid a ci^ of its undead infestation by setting up barricade: zombies 
would chase yeu up to toe top of them and fall off. 

'tliat^amp y^. North Americans got another crack at tactoing toe undead when 
^ '..M,*. -; Patace Software tainched toe Eryftearfgame for toe 

popular Commodore 64 home computer 


system. Playws took on toe role of Ash, who must iKevent a grew doud ('the EvH 
Dead Shroud") from entenng the c^n aid possessing his fnwds, Hatohets, shov- 
els and swords could be uswl to hack off zombie Hmbs. which would in tom attack. 
The goal was to score enough points to cwijufe up toe Book of the Dead, which 
gamers would then attempt to retoeve and destroy by tortwing it in the fireplace. 
Unfortunately. Evil Dead sounded better toan it played as. like its predecessors, the 
graphics were crude and the stxjnd effecto tone. 

It wasn't unti! 1 989 that ^toer movie-based zombie game appeared. UN Toys' 
Friday the 13th gane developed for toe Nintendo Enterteinment System was a side- 
scrolter in which playera switched between one of six Camp Oysa Lake counsel- 
lors to teke on Jason and his host of ztMnbie minions. 

But not everyone had a PC or a console system, (f you v/anted to tackle toe un- 
ctead with just a haidful of quarters, you could always visit your ioc^ arcade. Beast 
Busters \tas a popula’ rail shooter that appeared in 1 989 and armed players 
with a submachine gun. which they used to blow away an army of zombtes and 
mutante. Ihe best thing about toe game was that it featured mounted guns, which 
allowed for three-player, simultaneous action yd featored cool kills that saw zom- 
bie advers^ies buret into juicy explosions of gore 

VWien the 1990s arrived so did a number of new. afforctoly priced gaming sys- 
tems. mdudir^ toe Sega Genesis. SNES. Sega Satom and toe Sony PlayStofiwi. 
Staggering right along with these new systems were a number of new zombie 
games, natwalty. Though the graphics and sound haj improved considerably, titles 








such as Doom. Splattertiouse. Horror Zombies from 
the Crypt. Wolfenstein 3D. Zombi and Zombies Ate My 
Neighbours! were still all side-scrolling or isometric 
games where players had to navigate through some 
kind of building or underground cavern, moving from 
level to level, collecting objects and killing zombies. 

There were a couple of standout games during this 
time, including an ultra-gory, first-person PC shooter 
called Blood, which had players arming themselves 
with everything from a flamethrower to bundles of dy- 
namite in order to kill off zombie hordes, and Corpse 
Killer, which combined live-action scenes with full-mo- 
hon video and supported a light gun that players used 
to blow away zombies that were constantly ambush- 
ing them. Starring Bill McBeley {The Texas Chainsaw 
Massacre 3- it was chosen as one of the top 20 games 
of 1994. 

Two years later, a watershed moment for the zom- 
bie game occurred with the release of Resident Evtl 
(RMi^SS). TTrough it was still a shoot-and-explore out- 
ing, it started a new wave in zombie titles, as the un- 
dead were now being created via infections engineered 
by mad scientists or military experiments gone wrong. 
Games such as Lastf^. Flesh Feast ZombievHle and 
Zombie Revenge all explored these themes the best 
that they could with their limited memory, long load 
times and not-M-realistic graphics. 

Although they had been conspicuously absent 
from the arcade for over half a decade, the undead 
also made a big, juicy return in 1996 with the in- 
credibly popular light gun game House of the Dead. 
It had players moving through the mansion of a mad 
scientist who had genetically engineered the un- 
dead into a number of different aberrations, inciud- 
ing a spider-crab-iike monstrosity and a flying 
Creature with bat wings. 

As we moved into the 21st century, the zombie 
gaming market was dominated by the Resident Evil 
franchise, which has seen twelve games to date, 
and the House of the Dead franchise, which totals 
seven titles. Though most of the RE games tended 
to follow the same storyline, the HotD games had 
some very interesting offshoots. Typing of the Dead 
was essentially a typing trainer where players were 
armed with a keyboard and would have to type out 
a word that appeared on an attacking zombie in 
order to kilt it. while The Pinball of the Dead, a title 
developed exclusively for the Gameboy Advance, 
saw players killing off shufflers with a big silver ball 
as they roamed across locations culled from previ- 
ous WofO outings. 

With the increased memory of the Nintendo Game- 
cube. PS2 and Xbox systems - and later with the Wii, 
PS3 and Xbox 360 - developers were finally able to 
create games with incredfcly photo-realistic environ- 
ments that utHized enemies controlled by hyper-intel • 
ligent Al systems. This started a new wave In 
zombie-themed games that offered players the chance 



Dawn Of The Deadly Video 


Games: Stubbs the Zombie and (opposite) Dead Rising. 


to explore much larger and more complex environ- 
ments while constantly being under the threat of un- 
predictable undead enemies. 

A good example of the genre’s evolving complexity 
is Siren (2003). a Japanese title, in which players try to 
avoid particularly frightening zombies called shibitu, 
which inhabit a vast area of overgrown Japanese 
countryside. It features undead monsters Uiat can’t be 
kilted, plus the ability to play ten different characters, 
each of which make for a different gaming experience. 

It's curious to note that although it’s painfully appar- 
ent how many zombie-themed games were Inspired 
by Romero’s Dead movies, it wasn’t untii 2005 that a 
game appeared that was directly based on a Romero 
property. Land of the Dead: Road to Fiddler 's Green 
was set as a pr«}uel Land of die Dead and saw play- 
ers take on the role of a farmer caugiit in the middle of 
the undead epidemic, who battles his way through a 
zombie-infested city looking for help. 

In a 180 shift from the serious Romero title, Stubbs 
the Zombie was also released that year. It casts a zom- 
bie as Hie hero (the trench coat-clad Stubbs), and fea- 
tures an ambitious soundtrack in which contemporary 
bands (including Cake, Ben Kweller and Death Cab for 
Cutie) cover 1 950s tunes, and plenty of gory laughs as 
players roam through a retro-futuristic city fighting off 
humans and eating their brains. 

But Romero’s influence never disappears. Although 
It claimed not to have anything to do with Dawn of the 
Dead, the 2006 Xbox 360 game Dead Rising is set in 
a sprawling shopping mall teeming with thousands of 
skinbags. Its exceptionally interactive environment 
grants players the ability to use almost anything to kill 
a zombie - from a pop can to a park bench - made 
this one of the most popular zombie-themed survival- 


horror games ever made and enforced the idea that 
creative carnage is key. 

And because standard zombies aren’t frightening 
enough anymore. 2008 s Left 4 Dead introduced a 
number of super-zombies, such as the "Tank." a 
massive, rampaging mutated zombie, and the 
’ Boomer," which temporarily blinds players with 
green puke. 

Recognizing that these games are perhaps getting 
too realistic and scary, it was also at this time that de- 
velopers released a number of titles with cuddlier zom- 
bies. (Of course, fans of Zombies Ate My Neighbours! 
will recall all kinds of silliness in that titie, induding a 
giant baby.) In the downloadable Zombiepox, for ex- 
ample. players run through a graveyard tiying to put 
brains back into the heads of zombies In order to stop 
their meandering rampage. The extremely popular 
Plants vs. Zombies has gamers protecting their prop- 
erties by planting an assortment of flora that attack the 
undead wiHi vegetative veracity, while Zombie Baseball 
is a free browser title where players defend their char- 
acters’ homes by whacking baseballs at an advancing 
army of the undead. 

Not only confined to survival-horror tides, recently 
zombies have also reared their rotting heads in other 
non-zombie games, including World of Warcraft Call 
of Duty: World at War {a download provides Nazi zom- 
bies) and even The S/ms sequels, as dead characters 
can be resurrected as the green-tinted undead. 

Whether you like your rotters gruesome or goofy, 
fast or plodding, plotting or predictable, with over 
120 different zombie-themed titles released and 
many more in development, the subgenre has 
evolved and spread into an unstoppable force in the 
video game world. S 
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kill zombies. 


Choose Your Weapon: Ellis. Nick. Coach and Rochelle prepare to 


turning. Which other iiber-zombies 
will be making a repeat appear- 
ance? And what's going on with the 
clowns?!? 

CF: We bring back our cast of Boomer, 
Hunter, Smoker. Tank and ttie Witch. 
But there are some twists; we have 
wandering Witches in the day and new 
looks for the other Special Infected. To 
help them out. we also include three 
new Special Infected that are all 
playable, as well. These three are the 
Charger, Spitter and Jockey. We have 
also introduced the idea of uncommon 
commons. Each campaign includes not 
only common hordes that fit that locale, 
but also special commons who have 
some added ability. The clown in Dark 
Carnival has a squeaky shoe that will 
bring the hordes of zombies with him 
as he chases you. We even have a spe* 
cial achievement if you are brave 
enough to go up and honk his nose. 


Is there any particular reason that 
Valve decided to set the game in the 
DeepSoutii? 

DL: A few reasons: first, the Deep South 
is a fresh place for games to be set - 1 
think Gabriel Knight III [1 999] was the 
last time a game took us to New Or- 
leans, and perhaps the only other time. 
Second, we wanted each of the cam- 
paigns to have a very different look and 
feel, and as you travel from Savannah 
to New Orleans, the landscape and ar- 
chitecture change dramatically. Finally, 
the South Is riddled with a creepy his- 
tory, so it's fertile ground for a survival 
horror game from ttie word go. 


What do you feel is a key element in 
creating a truly horrifying gaming 
experience? 

CF: Pacing. If the action is non-stop, it 
will be fatiguing. If it is too slow, it will 
become boring. And it is the anticipa- 
tion of waiting for the action in the 
breaks that makes it truly horrifying. 


What are some of the new environ- 
ments and scenarios our heroes are 
in for this time? 

CF: While all the campaigns are based 
in the Deep South, each campaign 
looks and plays completely differently. 
Two great examples are the Amuse- 
ment Park Whispering Oaks' mix of 
clowns, rides and games [all the way 
to] desolate and scary swamps. We 
wanted to make sure each campaign 
not only looked and felt different, but 
also played differently and was popu- 
lated by unique zombies. 


L4D is known for its endearing, 
wisecracking characters, do you 
have a new fave character or line 
from the sequel? 

DL: There'S no end to Chet’s cynicism, 
nor his fellow writers at Valve. So, yes 
the new Survivors are equipped with 
a vocal arsenal. I think folks will ini- 
tially respond to [while-suited gam- 
bler] Nick's style of comic relief, then 
graduate to some of the wild and 
rather lengthy stories Ellis shares in 
moments of downtime. Ellis is one 
. strange and chatty dude. 


Zombie games are about destroying 
the undead in as many ways as 
possible. What new weapons are we 
in for? 

CF: Not only do we have a multitude of 
new guns, we also include some zom- 
bie movie classics with melee 
weapons. Melee weapons make the 
zombie killing so much more personal. 


In one of the advance online 
game play videos, I see 
that the Witch will be re- 


What’s your fave new weapon, and 
npy? 



Woman Vs. Monster Rochelle faces off with Chamcr. one of Left 4 Dead 2 s powerful new Special Infected 


CF: I would have to pick a melee weapon - the frying 
pan. One smack on a zombie's head and the “spang" 
sound effect will explain why. It is my current ring 
tone. 

DL: It was the frying pan. Then it was the chainsaw. 
Right now, it's the axe. I guess I’m a fan of ffie new 
melee stuff. Overall, there’s just something comfort- 
ing about having any of the melee weapons in your ar- 
senal. ... When a Boomer pukes on you and your 
vision is seriously impaired for a few moments, it’s 
nice to have something other than a machine gun on 
hand when friendly fire is switched on - moments 
such as these make melee comforting. 

The screen splatter obviously ups the game's 
gore factor considerably, are there any other ele- 
ments that were added to the sequel to out- 
bloody the original? 

CF: We have a brand new wounds system. Once we 
introduced melee weapons, we knew we needed a 
way to make those feel satisfying. When you smack a 
zombie’s head with a baseball bat, you want to send 
that head flying. When you take a katana to an in- 
fected's arms, that zombie better be coming at you 
without any arms. The result is not just gore, but a 
satisfying feeling of interacting with the world. 

What sort of online game play features will Left 4 
Dead 2 have? 

CF; All five of our campaigns will include Co-op, Ver- 
sus and Survival modes. We also have a new com- 
petitive mode in each campaign. We continue to 
support split-screen and a cool underused feature of 
Xbox Live - if you have a Gold account, you can con- 
nect to the Live servers with a friend and they will au- 
tomatically be promoted to a Gold account so they can 
play split screen on Xbox Live with you. 

Will the sequel have an option for gamers to play 
as zombies in a non-online environment? 

CF: Yep. players will be able to go one-on-one locally 


in Versus games. I can only imagine the number of 
sore shoulders this will cause as the local grudge 
matches begin. 

How do you feel about Left 4 Dead 2 getting 
banned in Australia, and will this affect the re- 
lease at all? Will there be a different version for 
Hiat market? Are you fighting the ban ? 

OL; Valve has released over fifteen games In its tfiir- 
teen-year history and everyone of them has shipped 
in Australia. So, we were very surprised and disap- 
pointed. We’re still looking into this, and doing both - 
appealing the decision and looking into an alternative 
version. 

Doug, as someone in marketing, what are the key 
draws for this sequel in terms of selling the game 
in a crowded marketplace? 

DL: Excellent word of mouth on a game that strongly 
encourages team play - this was key on the first 
game and will naturally carry over to the sequel. This 
is why the first game sold better in the weeks follow- 
ing the launch than it did opening week, which is al- 
most unheard of in games and entertainmenf. 

Aliens, monsters, Nazis and zombies are consid- 
ered the “safe ” things to kill in video games. Why 
do you think they've been so embraced by 
gamers and developers? 

DL: I’d disagree with one of those - in fact, it’s illegal 
to shoot one of them in some parts of the world. That 
said, the other three are safe because 
they’re not real - and they’re fun because 
they’re ugly and stupid. 


CF: For Left 4 Dead 2, zombies are a 
great enemy because you know there is 
no zombie going home to his family. 
There Is no zombie with a heart of gold. 
You can kill each and every zombie 
knowing you are doing your part in the 
zombie apocalypse. 9 


ZOMBIE APOCALYPSE 

Konami 
Xbox Uve/PSN 

If you get nostalgic for the simpler arcade ttles 
of yesteryear, then allow me to introduce you to 
Zombie Apocalypse, a downloadable game that's 
as retro as it is gory. In the game, one to four play- 
ers choose a character - either the OCD-suffering 
Harlan, schizophrenic Natalie, who cuts down the 
living dead in a “haze of lithium and thorazine, ” 
gamer Jimmy 86 or Ed, whose wife ran off with 
the pool boy - and attempt to survive as long as 
possible during a - you guessed it - zombie apoc- 
alypse. 

Players who choose to take on this mostly futile 
endeavour {in single-player, multiplayer or online 
multiplayer mode) are equipped with only a chain- 
saw. gun, some zombie bait and their wits - 
though truth be told, wits figure in a tot less than 
the ability to wiggle the right joystick at the right 
time. As the zombie mobs encroach from every 
corner of the screen, and even drag themselves 
up from the ground beneatli the characters’ feet, 
gamers shoot, slash and attempt to shake off any 
of the shamblers who manage to get a hold on 
them, with the help of the occasional weapons 
power-up. 

The goal? Survive long enough to make it to the 
next day, which is presented as a new zombie-rid- 
den environment. Amusingly enojgh, the coolest 
part of Zombie Apocalypse is the gratuitous blood 
splatter that results from all the undead smashing 
action (ie. what begins as a dean locale ends up 
awash in red stuff by the end of a level), as the ac- 
tual gameplay is pretty basic and repetitive. 

Of course, Zombie Apocalypse is far from the 
only cheap, downloadable, undead action title out 
there. Xbox Live also offers up the disappointingly 
tame and cartoonish Zombie Wranglers, while PS3 
owners can get in on the mayhem with Bum, Zan- 
bie. Bum. where points are scored by setting as 
many shamblers on fire as possible, and the up- 
coming Dead Nabon, another apocalyptic zombie 
shoot-'em-up that sees gamers cutting through 
swaths of the undead in various urban environ- 
ments. May the headshot be with you... , 
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HERE'S A SUCKER BORN EVERY MINUTE 

- at least according to circus impressario P.T. Bamum - but filmmaker William 
Castle knew »iat even the sawiest audience loved to be taken for a ride, as 
long as they were in on the Joke. One of the most distinctive and accessible 
directors of the 1 960s, Castle made the world of cinema his own personal carnival mid- 
way with a string of horror films designed to maximize audience interaction. He honed 
attention-grabbing gimmicks into a fine art and became something of a celebrity as he 
churned out campy ttirills in films such as TTie Jlngler{] 959), 13 Ghosts {1 960) and Mr. 
Sar(Jonicus{\951). He even capped off his career by producing a bona fide mainstream 
horror classic, 1 968’s Rosemary’s Baby. 

"Castle was very genuine In what he did, very conspiratorial with his audience, but 
also a smart businessman" says Automat Pictures’ Jeffrey Schwarz, whc^e documen- 
tary, Spine Ttngler! The William Castle Story, is included in Sony's new eight-film box 
set of the notorious director's work (seeeidebar p.26). "I don't diink anyone left one of 
Castle's films feeling like ttiey didn't get tfreir money’s worth, Even though some of the 
gimmicks were a little Onderwhelming, if you were ten years old The Tinglerwas prob- 
aUy the scariest thing that had ever happened to you." 

An avowed fan of Castle's films, Schwarz spent almost a decade collecting material 
and interviews for the documentary, which traces the larger-than-life director all the way 
back to his first forays into showbiz. Bom in New York City in 
1 914, Castle was drawn to the bright lighte of Broadway earty on. 

At fourteen he was acting on the stage, and by eighteen had 


bluffed his way into a job as an assistant stege manager for a touring production of 
Dracula with Bela Lugosi. Not only did these experiences teach Castle the fundamen- 
tal skills he would later use as a producer and director on his own films, they also un- 
derlined the importance of publicity and promotion in attracting audiences. 

“Casde was inspired by spookshows and a lot of the theatre gimmicks of the 1930s," 
notes Schwarz, who details many of Castle’s madcap antics. “For Dracula, they would 
do things like park a hearse in front of the theatre, have ladies faint in the audience and 
station nurses in the lobby.” 

Castle got his first crack at moviemaking in 1 940 thanks to Columbia’s studio boss, 
Harry Cohn, vdio hired him as a dialogue director and bit player. Within three years, the 
ambitious Castle had worked his way up to become a prolific contract director of B-film 
programmers. 

"That was a tme vrfien you could walk into a studio and learn everything from the 
ground up.” says Schwarz. “Castle was directing genre films well into the 1 950s. but 
they weren’t creatively satisfying. He really wanted to see his name £dx)ve tfie title, like 
Orson Welles or Frank Capra.” 

After observing the success of Henri-Georges Clouzot’s suspenseful French thriller 
Les OiaboliQues, Castle broke free of Columbia and attempted to put his name in lights 
by direcfing an independent feature, 1 958's Macabre. Widi his financial security on the 
line - Castle mortgaged his house to finance the film - the director concocted the first 
of many promotional ploys to pad his box-office returns. British 
insurer Lloyd’s of London agreed to provide a SI 000 death- 
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by-fright insurance policy to patrons who 
lined up to see what all the fuss was about. 

Despite a kidnapping, a girl buried alive 
and a shock twist ending, Macabre isn’t one 
of Castle's better efforts. Stilt, the clever gim- 
mick made it a huge hit for indie distiibutor 
Allied Artists, who quickly gave Castle the 
budget for a follow-up. The House on 
Haunted Hill (1959) is an Old Dark House 
thriller about five strangers who attempt to 
last the entire night in a shadorwy manor. The 
film may have starred Vincent Price, but even 
he was almost upstaged 
by Castle’s latest public- 
ity brainstorm: a skele- 
ton stunt dubbed 
“Emergo” (see sidebar 
for Castle’s most auda- 
cious gimmicks). 

Cohn took notice of 
Castle’s talent for com- 
bining meagerly bud- 
geted black and white 
horror films with over- 
the-top promotional 
hype and got behind his 
next effort, bringing him 
back into the fold at Co- 
lumbia and giving him 
an office. Rimed in “Per- 
cepto," The Tlngler 
(1959) would become 
the gimmick king’s sig- 
nature work, in which 
buzzers planted under 
some theatre seats gave 
a mild shock to patrons 
during a scene where 
the film's monster, a 
centipede-like insect, 
gets loose in a movie 
house. 

“He had his own operation within Colum- 
bia where they kind of left him alone,” reveals 
Schwarz. “For The Tingler, he came up with 
the ideas and worked with the studio’s pub- 
licity department. He convinced the exhibitors 
to ir^ll the buzzers as part of the film’s pro- 
motional campaign.” 

Starting with The Tingler. Castle also 
began to make onscreen appearances at the 
beginning of his films. Ostensibly this was to 
explain how his gimmicks 
worked, but just as Alfred 
Hitchcock's film cameos 
made him a recognizable 
name and figure, these 
^ort prologues put Castle’s au 
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dacious personality in front of his eager-to- 
be-tiirilled audiences and added a pemonal 
touch. As an extension of tiris tactic, Casfle 
would also show up at screenings to tailor his 
marketing campaigns for each town - some- 
tiling he strongly felt shouldn’t be left to dis- 
tributors and theatre owners. 

“It was like the circus was coming to 
town,” says Schwarz. “There were Wiiliam 
Castle fan clubs all across the country that 
would meet him at the airport and hold up 
signs. The town’s chamber of commerce 
would give him the key to 
the city, and he’d be on 
the iocal radio and TV 
shows -he was like a vis- 
iting dignitary!” 

But Castle’s colourful 
big top approach was 
slightly deflated in 1960. 
Spine Tingler! reveals 
how the director dis- 
covered one of his cin- 
ematic heroes was 
nipping at his heels. 
Hitchcock’s f^ycho 
was a low-budget, 
black and white movie 
that would have fit 
neatly on Castle’s own 
resume, even down to 
an irresistible bit of bal- 
lyhoo in which audi- 
ences were not allowed 
to enter the theatre after 
the picture started - 
something unheard of at 
the time, 

Castle countered the 
following year with Homi- 
cidal, a sadistic thriller 
with similar psychological horror themes that 
took Psychds hints of violence and sex a step 
further. Featuring an equally devastating plot 
twist, it was the first of several of Castle’s 
films to directly reference the content of 
Hitchcock’s works, if not their polished 
style. 

‘In Psycho’s shower scene, Hitchcock 
didn’t show the knife going in, but William 
Castle sure did in Homicidal," says Schwarz. 
“There’s a scene where the justice of the 
peace is killed, and there's blood every- 
where! When that film came out, it must 
have completely thrown 
people for a loop." 

After releasing the kid’s 
matinee programmer Zotz! a 
year later, Castle began to distance 
himself from tiie soaring plastic Hal- 
loween decorations he had used t) 
pull in viewers in the 
past. 


Later efforts The Old Dark House 7heNightWalker{\9&A 

Did (1 965) and Let's Kill Uncle (1 966) were increasingly adult in tone and made 
more of an effort to thrill audiences witii the action on screen rather tiian what 
might have been sureptitiously planted in a theatre seat. 

“Being known as a shlockmeister was limiting, and as time went on Castle 
wanted to be respected as an artist,” notes Schwarz. “His gimmicks became 
less direct. For example, in Strait-Jacket [1 964], the gimmick was casting Joan 
Crawford as a crazed axe murderer. And Rosemary’s Baby was one of the first 
films that really dealt with Satanism and somebody getting pregnant by tiie Devil 
- it was a sensational topic.” 

In a bid for that elusive artistic legitimacy among his peers, Castle bought the 
film rights to Ira Levin’s novel flosemarylsBaby with the intention 
of directing It But when the author insisted that 
Castle was an inappropriate choice, 
up-and-coming Frilish 
Cont'dcnp.26... 
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Vincent Price stars in this audaciously entertaining B-movie 
as Dr. Chapin, a scientist who theorizes that death-by-fright is 
caused by a creepy crawly that lives in the spine and feeds on 
fear. The only way to kill the parasitic “tingler” before it snaps 
the backs of the truly terrified is to scream loudly. To test his 
theory, Chapin cruelly scares his friend's wife, a mute who is 
unable to scream, causing her death. When he removes the 
creature from her body to study it, however, the tingler gets 
loose and terrorizes a movie theatre audience. Boasting a 
grotesque rubber monster model, Hollywood’s first onscreen 
LSD trip, a colour sequence and one of Price’s most mania- ' 
cal performances, it's clear that the filmmaker pulled out all the sensa- 
tionalistic stops for his big return to the studio system. The lurid plot and Castle's steady hand on 
the camera make The Ting/erspine-shivering good fun, even without a buzzing seat. 
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^>.13 GHOSTS 


One of Castle's more juvenile efforts, 13 Ghosts \s a sometimes goofy horror comedy that doesn’t quite 
pay off on the ghastly fun of its premise. A penniless paleontologist (Donald Woods) and his family inherit 
a gothic mansion, only to discover their new home is haunted by twelve spectres, including a flaming skele- 
ton, a headless lion tamer and a hanging woman. While looking for a fortune supposedly hidden in the house, 
they uncover the secret of the yet-to-arrive 1 3th ghost and put the other spirits to rest. Castle’s limitations as 
a director are clearly on display in this dull follow-up to The Tingler- besides a lack of atmosphere, the ghost 
effects are achieved through rudimentary camera tricks and hidden wires. The saving grace is Margaret Hamil- 
ton (The Wizard of O^s Wicked Witch of the West), who hams it up as a housekeeper who’s never too far from 
her broomstick. 


MR.SARDONICUS( 


zorz! ( 1362 ) 


A lush and surprisingly accomplished period 
piece, Mr. Sardonicus pays tribute to classic horror 
cinema. In 19th-century Europe, a neurosurgeon 
(Ronald Lewis) is summoned to the gothic mansion 
of the mysterious and masked Baron Sardonicus 
(Guy Rolfe) to cure a sb-ange disfigurement. Years 
ago, Sardonicus dug up his father’s grave to retrieve 
a winning lottery ticket, 
but the sight of the decay- 
ing corpse scarred him so 
badly that his face was 
permanently paralyzed 
into a grotesque smile. 
Providing the lurid thrills is 
the baron’s sadistic one- 
eyed assistant (Oskar Ho- 
molka), who tortures the 
maid with leeches and 
blackmails the reluctant 
doctor into helping his master. With more than a 
passing resemblance to the great Universal horror 
films of the 1930s and ’40s (as well as the silent 
chiller The Man Who Laughdi, Mr. Sardonicus may 
tip its hand a little early, but it's worth sticking with, 
if only to see Ben Lane’s superb monster m^eup. 


HOMICIDAL (I9EI) 


Screenwriter Robb White’s last collaboration with 
Castle is one of the most twisted thrillers of the 
1960s. This schlocky, daringly deranged take on 
Hitchcock begins when flower shop owner Miriam 
(Patricia Breslin) discovers that an enigmatic blonde 
using her name murdered the justice of the peace 
during her wedding ceremony. Was it Emily (Joan 
Marshall), the unbalanced live-in caretaker who she 
also suspects of torturing her wheelchair-bound for- 
mer nanny? When she’s not being catty, Emily’s usu- 
ally off hitting on Miriam's boyfriend, and later 
destroys her shop in a fit of hysterical rage that has 
something to do with Warren, Miriam's MIA half- 
brother. Pitting campiness against tension in a race 
to see which can make it over-the-top first, Castle 
also gleefully toys with the audience by rolling heads 
and dropping hints to his shock ending, which is just 
as daring as Homicidafs opening murder. 



A lightweight fantasy comedy, Zotz! is a notable 
change of pace for the director - one more fixated 
on Disney than dismemberment. Tom Posten stars 
as a linguistics professor who stumbles across an 
ancient coin that gives him strange powers, includ- 
ing the ability to slow time and temporarily inca- 
pacitate others by pointing his finger at them. A 
Russian spy tries to get his hands on the super- 
powered coin by kidnapping his love Interest (Julia 
Meade) and precocious niece (Zeme North). Castle 
gave out replicas of the Zotz! coin as a promotional 
stunt, which may have made up for the groan-wor- 
thy jokes and stale slapstick antics, such as having 
Posten crawl on all fours, chasing white mice white 
screaming “Zotz!" 


THE OLD DARK HOUSE! ( 1363 ) 


Castle's co-production with Hammer Films 
shares little in common with James Whale’s 1932 
version except for a decrepit manor, stormy weather 
and a supporting cast of weird relatives. Posten re- 
turns as Tom, an ex-pat American who stays at the 
titular house with the eccentric Femms, who are 
busy trying to outlive each other in order to lay claim 
to the family fortune. Faster than you can say “Ten 
Little Indians." the corpses start to pile up and the 
others begin to suspect Tom, who may also be a rel- 
ative. Castle isn’t quite able to recapture the magic 
of House on Haunted Hill in this tame, uneven black 
comedy that wrings most of its laughs from the 
Femms' obsessions - one has built an ark in the 
backyard to prepare for another biblical flood, an- 
ottier is obsessed with knitting and is later discov- 
ered with needles rammed through her neck. Still, 
it’s worth catching if only for the comically creepy 
opening credit sequence designed by Charles Ad- 
dams. 


13 FRIGHTENED GIRLS ( 1363 ) 


Despite a hint of horror in its title, 13 Frightened 
Girls is actually a family-friendly Cold War thriller. 
The setting is an implausible international boarding 
school where the teen daughters of spies from 
around the globe are educated. All-American girl 


Candy (Kathy Dunn) is smitten with a suave agent 
(Murray Hamilton) that works with her dad. and tries 
to impress him by gathering state secrets from her 
classmates and their boyfriends, which she then 
turns over to her crush, using the codename “Kitten." 
It’s a frivolous bit of camp that occasionally turns ugly 
with some scenes of surprising vioience, as the Chi- 
nese government sends hitmen after Candy to re- 
trieve some stolen microfilm. Castle promotedifrie 
film with a worldwide talent search for the titular 
teens and gave out “moisten and win” cardsjo au- 
diences. 


STRAIT-JACKET 



Joan Crawford had already made 
a horror comeback in What Ever Hap- 
pened to Baby Jane? w\]er\ Castle hired 
her to play the lead in this Robert Bloch- 
scripted psycho-thriller. Here Crawford plays 
asylum inmate Lucy, 
who is finally released 
into her daughter's 
care two decades 
after taking an axe to 
her cheating husband 
and the town tramp. 

Lucy does her best to 
forget the violent past, 
but her grip on reality F 
slips away when she I 
starts hearing things 
and seeing visions of decapitated heads. 
When some real headless bodies turn up, 
Lucy appears to have undergone a full, 
bloody relapse - or has she? Despite some 
slow-moving passages, Crawford gives her 
scenery-chewing all In the role, effortlessly 
shifting from eager-to-please timidity to an 
awkward seduction and then full histrionics. 
Still, she’s almost upstaged by Bloch’s twist 
ending, which isn’t a total surprise but still 
brings the phantasmagoria that Castle 
strews throughout the film to a satisfying 
conclusion. 
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MICE-- EMERGO 

In the film, just as a skeleton slowly rises from a vat of 
acid, a twelve-foot long, luminescent inflatable skeleton 
appeared from behind the screen and flew over the au- 
dience's heads on a zip-line. 

CASTLE QUOTE: "The ghost emerges right off 
the screen and actually soars into the audi- 
ence!" 


I nmsjs 

MMICK: ILLUSION-O 

Attendants handed out cardboard "ghost viewers" with 
red and blue filters similar to 3-0 glasses. When the 
screen was tinted blue, looking through the red filter al- 
1 lowed viewers to see the ghosts, while the blue side hid 
^ them for anyone who was too timid. 

; CASTLE QUOTE: "I feel sure that when you leave this the- 
t atre. you too will believe in ghosts!" 


GIMMlCk PUNISHMENT POLL 
Audience members could vote on tlie fate of the titular 
villain by holding up a “thumbs up" or "thumbs down" 
placard. Only Castle never filmed a "thumbs up" ending, 
knowing fliat his bloodthirsty viewers would always want 
Sardonicus disciplined. 

CASTLE QUOTE: “Tliis film offers something no audience 
has had before. . the power to punish!" 

mimt 

Cr FRIGHT BREAK 

Before the last reel of Castle’s psycho-thriller Homicicial. 
a clock appears onscreen and ticks off a 45-second 
“Fright Break" - a final chance fw squeamish viewers to 
retreat to ttie theatre's specially designated "Coward's 
Corner." where they received a “Coward's Certificate" that 
entitled them to a refund. 

CASTLE QUOTE: "Ten seconds more and we go Into the 
house... it’s now or never!" 

.^AUl -...mure 
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Gl' !Ck PERCEPTO 

Selected theatre seats were outfitted with vibrating J 

motors that were activated when the Tingler made ^ 
its onscreen escape. Just in case this didn't create 
enough pandemonium. Castle also placed speakers 
at the back of flie theatre to play pre-recorded screams. 
CASTLE QUOTE: "A scream at the right time may save 
your life!" 


director Roman Polanski was given the project instead 
for his first American feature film. 

“Even though Castle didn't direct, Rosemary's Baby 
wouldn't have happened without him," notes Schwarz. 
“Castle did a great job as a producer and help«] Polan- 
ski make the movie the young director wanted to 
make." 

Sidelined by health issues after the release of that 
film, Castle managed only a few more minor efforts be- 
fore he passed away in 1 977. Despite the fact that the 
personal touch that defined many of his movies be- 
came increasingly rare as national advertising cam- 
paigns and release schedules became the norm, the 
cult of Castle continued to grow. After his death, a new 
generation of fans like Schwarz contin- 
ued to rediscover the homespun appeal 
of The Jlnglerand 13 Ghosts. 

That popularity continues to this day 
- even though many of Castle’s films 
were specifically designed for skeleton- 
popping, seat-buzzing theatre experi- 
ences, they numbered among the first 
classic horror DVD releases. Schwarz 
was already planning a feature-length 
documentary about the filmmaker 
when he was hired by Sony to produce 
bonus featurettes for these discs. In be- 
tween jobs, he began to record inter- 
views with fellow Castle fans, including 
John Waters, Roger Gorman, Forrest J Ackerman and 
Joe Dante, whose 1 992 film Matinee is loosely based 
on Castle’s movie marketing style. But many of Spine 
Tinglerts most revealing and personal comments come 
from an interview with Castle’s daughter, Terry, who re- 
launched William Castle Productions in 1 999 for in- 
evitable remakes of House on Haunted Hilt and 13 
Ghosts. She paints a portrait of a loving family man 
whose creative marketing techniques stemmed from 
his insecurity about his films being good enough to 
stand on their own. 


Although the remakes didn’t tap directiy into the 
spirit of Castle’s boisterous marketing hype, '• 
Schwarz notes that Castle's influence on modern 
filmmaking can still be seen in other directors who 
put themselves at the centre of their marketing ' 
campaigns, such as Quentin Tarantino. Morgan 
Spurlock, Michael Moore and especially Troma’s •' 
Lloyd Kaufman. Occasionally, a new horror film (or . 
comic book such as The TTrig/er sequel, see p.51) 
will also come along that embodies Castle’s crowd- 
pleasing spirit. 

“I’m pretty certain that The Final Destination ms 
inspired by The Tingler." remarks Schwarz. “In the 
climax, the characters are in a theatre with 3-D 
glasses just like the audience and it 
totally heightens the anxiety. Plus I 
saw it at Grauman’s Chinese Theatre 
with the motion feedback D-Box 
seats, and my chair was vibrating and 
buzzing and shaking - it was like Per- 
cepto on steroids." 

The technology may have changed, 
but the underlying principles haven’t - 
the bold entrepreneurial spirit still hear- 
kens back to the traditions of show- 
manship and sensationalism that 
Bamum once embodied. And even 
though few modem horror fans would 
concede themselves to be “suckers," 
most can appreciate their complicity in allowing a 
skilled director to manipulate them using only the tools 
of the trade, such as dynamic camerawork, inspired 
editing, or, in some cases, a tingling seat. 

“Castle’s a really inspiring figure," says Schwarz, 
who notes that he personally handed out death-by- 
fright insurance policies at festival screenings of Spine 
Tingler!. “He went after his dream and he made it come 
true. Anyone can identity with that whether you want to 
make films or be an architect, and I hope the docu- 
mentary keeps interest in his films alive."^ 





lOnSUE CINEMA FIESEIIS 


/' 

% 




OFFICIAL SEl.F.CTION’ 

OVER 50 S/! 

International 
Film Festivals 


“POWERFUL" fill™ HaiOflO 

"SUPREMELY DISQUIETING." 
(TONIWS 




“ONE FUCKED-UP NUMBER" 

AiNincoQmws 

"HORRI FYING, YET 
MESMERIZING.” miOROIITOSUN 


“BRAVE. PROVOCATIVE, 

4 BLACKLYCOMIC AND DEEPLY 

PERVERSE." WliFUIFKM 



"DARING AND 
PROVOCATIVE." ItOmilW 

“AUDACIOUS AND WRY." 

mmm 

“A MIND'BOGGLINGLY 
COMPLEX AND MASTERFUL 
VISUAL EXPERIENCE." RmCOH 



"BEAUTIFUL AND 
HAUNTING." 

mmm 

“BRILLIANT." MflVIEilOl 





V 

V ■- -- 


uRious Stories, 

“rooiced Symbols 

SHORT FILMS OF RODRIGO 


NOW AVAIUeiE ON DVD FROM RUE-MORGUE.COM 


CENTlPEDEPRESSllELEASESA450-PJCECOlLECT10NOFBOOKCOVERSAItDOTHERHHT6ASEDONTflETALESOFTHEKING OF HORROR. 



3 30 



I N HIS INTRODUCTION TO KNOWING DARKNESS, 

a massive collection of art inspired by the work of Stephen 
King, director Frank Darabont {The Shawshank Redemption, 
The Mist) recalls a conversation with the legendary author 
during which he pitched the very idea for such an illustrated book. 
King listened respectfully, then replied with typical bluntness: 
“Jesus - you know much art that is? Or the effort that would go 
into a book like that?” 

Darabont was chastened enough to abandon the project, but 
the workload didn't put off Jerad Waiters, Knowing Darkness' ed- 
itor and the president of Centipede Press, which specializes in 
I . limited editions of classic works of dark fiction, and also released 
the fantastic high-end art book A Lovecraft Retrospective last 
year. Contrary to what King himself believed, since the author’s 
, work only dates back as far as the mid-1 970s, Walter was able to 
' _ gather most of the source materials wittiout too much effort. 

“Most artists were eager to participate and it really did not take 
V a lot of work to get started," Walters explains, adding that the real 
‘ work began after the art pieces had been collected. “Other than 
George Beahm writing the 
text and Frank Darabont pro- 
viding the introduction, I had 
no help at all with the book. 
Aside from artists who sent 
colour-corrected scans over, 
I accomplished all of the 
scanning, layout, separa- 
tions, etc. as a solo effort,” 
Weighing in at 450 pages, 
and contains more than 500 
illustrations and 26 double- 
page fold-outs, the book is a 
beauty to behold and a bit of 
work to hold, best read on a 
solid coffee table. Inside are 
interviews with King collab- 
orators such as Bernie Wrightson (Creepshovi/i and Michael Whe- 
P laj^Dark Tower), while expert Beahm provides a wide-ranging 
but thankfully non-academic essay that functions as an introduc- 
tion ty the collected artists (especially good is his insight on Weird 
Ta/es illustrator Lee Brown Coye, 1907-1981), as well as a pocket 
; history of the evolution of 20th-century American illustrative and 

i graphic art. 

“Digital technology has provided many artists the opportunity to 

! put a lot more detail and extravagance into their works, which 
they would have been limited to doing if they strictly worked with 
a canvas and brush," says Walters on the differences between the 
traditional and computer-generated art within the book. “This can 
be both a good and a bad thing, as many times a simple image 
can be the most effective image of all. The technique of the work 
t is no better than it was before the heyday of digital technology: 
^ you either know what you are doing or you do not." 

» Because King is above all else an author, it's no surprise that 

Knowing Darkness is dominated by book cover artwork. The un- 
forgettable Don Brautigam paperback cover images are all here: 
. Skeleton Crew’s weirdly sentient toy monkey, the gothic house 
embedded in a feminine profile from Dolores Claiborne, the inti- 
mately linked red birds of The Dark Half, the shadowed face of 
Randall Flagg (the ijber-villain of The Stand), as well as other cov- 



^Xfithbnare Gi^vy: (top h} bottom) Catrie cover art for the M 1976 issue of 
Cinebntastique, by ftoger Stine, 'Sslem^ Lot cotw art for the winter 1980 issue 
V Ckmfantastique. by Roger Stme. and (c^rposttej Pet Sematary dust jacket arT. by 
Wis fennimore (Doubteday, 1983). 
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King’s Cnatures: (dockwise from top left) Tits Stand paperback com, 
by Don Braubgam (Signet, 1980).intBrioraitf0r‘‘Cyaeo(ff>eWerewolf' 
by Bemie WrigMson (Land of Enchantment 1983) and 'Insomnia: Winding 
the Death Watch' an by Phil We (Mark VZiaaing Books. 1994). 


THE COVER FOR 
THEMIMNG 


SOMETHING: IT 
LOOKS LIKE A 
GOTHIC ROMANCE 
NOVEL... NOT AT ALL 
LIKE A TYPICAL 
HORROR NOVEL.’’ 

•lERAO WALTERS- 


ers such as Carrie's blood-drenched prom queen, the 
famous Salem's /.of cover and Uie creepy cat of Pet 
Sematary, 

“The cover for The Shining is really something; it 
looks like a gothic romance novel, yet something very 
mainstream too. not at all like a typical horror novel," 
notes Walters of the magic behind those classic im- 
ages. “The paperback art, with the little kid face and 
hair, is also very memorable, because it is so plain. But 
it is really the paperback art of The Stand, by Don 
Brautigam - which won the paperback cover of the 
year award [in 1980] - that really makes such a sim- 
ple, profound and memorable statement. I bet that 
cover art helped sales more than people realized; 
Signet even put it on the spine. ... It is just such a 
haunting image that sums up the nature of the book 
better than anything." 

Fans of The Dark Towersehes will 
_ find abundant selections from the 

boote’ cover and interior illustratkKis. 
Knowing Darkness is also rich with 
artwork from hard-to-find special edi- 
tions of many novels and short stories. 
There are also dozens of samples of 
King movie adaptation postern and 
promo materials, dating back to Carrie 
and Bemie Wrighteon’s EC Comics hom- 
age for the CreepshowlWm and graphic 
novel, carrying right through to Drew 
Struzan's brilliant retro work for The Mist. 






Dade Images: (Oockwtse from top left) tt dust jacket art by Bob Giusti (V9(ing edition), 
Mictiael Whelan s Boogeyman cover art for The Year’s Best Horror Stones (DA W Books. 
t9S7). and The Oimson King kiteriof illusbation for The Dark Tower VH. by Michael Whelan. 


Much Of the art will be new to anyone but the most fanatical King 
completists, and even fanboys will find novel visuals to brood over. 
The book includes the first publication of Stephen Gervais’ twisted 
renderings of The Shining’s Lady in the Bathtub, Jason Eckhardt’s 
mind-blowing imagining of “The Lawnmower Man” and Zach Mc- 
Cafn’s depiction of the gruesome core of Cell. There is also a wide 
selection of lesser-known works, such as Donald M. Grant's sombre 
grey-toned interior art for King's 1 983 novel Christine. 

The range of styles, imagery and imagination is staggering, but 
that’s nothing new to Walters. 

“I really wasn't surprised by the variety,” he admits. “Most of 
[King’s] work is small-town horror but the most bizarre artwork 
comes from his explorations into the land of the Dark Tower, where 
the small town is totally left behind and we have this surreal land- 
scape of flying dinosaurs, robot bears and other craziness. King has 
a fantastic imagination, very visual, so I feel that most artists would 
welcome a chance to give their own interpretation to a classic King 
character or setting." 

The book can be purchased in one of three limited editions, de- 
pending on how much you’re willing to spend. All versions are bound 
in imported fabric and contain printed silk panels, but Centipede Press 
is making available 50 copies of a traycased edition with custom 
signed and numbered remarques from artist Michael Whelan for 
$1295. Just topping the thousand-dollar mark is a traycased. num- 
bered edition signed by 33 artists, which includes twenty oversize 
prints from the book. The beautiful standard edition (1500 copies) will 
set you back $300, but as a once-in-tifetime investment, Knowing 
Darkness is worth the money. As Darabont says, “The effort must 
have been staggering, but so is the result." 9 
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must’ve been about ten when my dad arrived home 

with a VHS player and a copy of The Wicker Man," recalls Irish 
writer/director Glenn McQuaid, “There was just something about 
the intrigue of horror that I caught onto when I was very young. So 
I grew up watching movies like The Beast with Five Fingers and Amicus 
films and a lot of older school horror.” 

Those influences are clearly apparent in his infectiously playful feature 
debut / Sell the Dead. It stars Dominic Monaghan {Lord of the RingS\ as 
Arthur Blake, a 19th-century Dickensian grave robber sentenced to face the 
guillotine for his blasphemous deeds. While awaiting execution, he con- 
fesses his crimes to the sadistic Father Francis Duffy (Ron Perlman). This 
meeting forms the framing device for a series of flashback episodes that see 
the body-snatching duo of Blake and Willie Grimes (Larry Fessenden) run 
afoul of flying vampires, deceased extraterrestrials, flesh-eating zombies 
and a cutthroat gang of rival grave robbers far more ghoulish than any of the 
undead fiends that comprise their stock and trade. 

It’s also the latest from Glass Eye Pix, the brain child of New York writer/di- 
rector/produc^/actor Fessenden {Habit, Wendigo, The Last Winter)- Prior to 


his feature film debut. McQuaid has worked on a number of Glass Eye Pix 
productions in varying capacities, including Ti West’s killer bat pic The Roost 
(2005) and Graham Reznick's “psychedelic campfire tale” / Can See You 
(2008). 

“It’s basically a nucleus of artists, all circulating around Larry Fessenden,” 
explains McQuaid. “Larry’s a bit of a legend. He's just a really generous tal- 
ent and he was definitely my mentor throughout [the] project. There's a great 
bunch of people around him who are making movies for the love of it. ... I 
can turn to these people for advice when I need them and so on. It’s almost 
like a troupe of actors, directors and art directors, just trying to make it work 
in Manhattan." (Despite its historical European setting, / Sell the Dead was 
shot in New York state.) 

This interconnected web of artistic collaborators is a key component of the 
Glass Eye Pix philosophy towards filmmaking. 

“I believe in community,” explains Fessenden. “I came from the Lower 
East Side, where we had performance artists and, of course, the great music 
scene down there. I grew up believing in home-baked art, if you will. I also 
had a problem with authority all along, so the idea was to do it ourselves and 
work with small budgets and build a community and still try to get into the 
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mainstream with the distribution element. You re- 
aily have to m^ke a remake to even break into 
Hollywood now so I just want to stand in opposi- 
tion to that." 

The idea for / Sell the Dead- released on DVD 
this month through IFC Rims in the US and Anchor 
Bay in Canada - grew out of McQuaid's 2005 
short The Resurrection Apprentice, which first in- 
troduced the grave robber characters. Along with 
Fessenden's memorable turn as Grimes, the short 
features a nine-year-old Daniel Manche as the 
young Blake. When the project was over, McQuaid 
decided that the adventures of the dastardly duo 
had only just begun, so he immediately set about 
transposing them into a feature. 

“I felt like I didn't do the characters justice or 
the world justice, so I was kind of haunted by the 
fact that there was more to explore,” points out 
McQuaid. “Really, I just wanted to hang onto those 
characters so I wrote different stories around 
them that eventually became / Sell the Dead. Dur- 
ing that writing, I was very much enamoured with 
the Amicus anthology movies where they're really 
just horror sketches joined together by some en- 
velope of a story.” 

The entire cut of The Resurrec- 
tion Apprentice eventually 
worked its way into / Sell the 
Dead as the first of the film's 
many flashback sequences. In a 
twist of fortuitous casting, child 
actor Daniel Manche was 
brought back to reprise the 
role of the younger 
Blake, magically ap- 
pearing to age four 
years and grow 
about twelve 
inches from one 
flashback to the next. 

“That’s how long this pro- 
duction has taken,” ex- 
plains McQuaid. “The 


short film was made maybe four years ago, 
so literally you see Daniel as a nine-year- 
old, and you’re also seeing him as a thir- 
teen-year-old as well, so it’s pretty cool that 
people can tune into that. It's got a bit of an 
epic feel to it, I guess." 

Adding to the film’s lighthearted, histori- 
cal feel, and raising it a severed head and 
shoulders above its modest budget of just 
under $1 million, is the rambunctious score 
by composer Jeff Grace (The Last Winter, 
Trigger Man). 

“He got the boisterous nature of the flick,” 
explains McQuaid. “With some of the per- 
formances, the music has to be bold. It’s got 
to be big. So we basically just sat down and 
Jeff wrote some stuff and we tweaked a lit- 
tle. Eventually we’d be in a studio with brass 
and winds and strings and we even went 
and got a saw player and a whistler and 
tried to include instrumentation that would 
add another level to the score. We checked 
out a lot of early Ennio Morricone stuff and 
really just went to town with some crazy 
sounds.” 

That said, the film’s most endearing, sig- 
nature quality is its collection of wonderfully 
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over-the-top performances by a colourful cast 
of genre veterans, including a cameo by tbe Tall 
Man himself, Phantasm's Angus Scrimm. He 
plays the grave robbers’ biggest client, Dr. Ver- 
non Quint, a deranged scientist who requires a 
constant supply of fresh corpses for his fiendish 
experiments. No one excels at scenery chew- 
ing quite as elegantly 
Scrimm, and the de- 
mented doc proved to be 
an ideal role for the actor, 
who’s been in three Glass 
Eye Pix productions to 
date (Safa/7 Hates You, 

Automatons and The Last 
Wintei). 

“It's been a joy to have 
these brilliant young film- 
makers with their terrific 
company tossing the oc- 
casional role to this de- 
crepit old antique,” says 
Scrimm, laughing. 

“He’s such a gentle- 
man,” says McQuaid of 
the actor. “I think the 
sweetest man ever made. 

He jumped right in with 
everybody. There’s some- 
thing to be said for people 
who've spent their life in 
the arts.” 

But the performance 
that's provoked the most tongue- 
wagging to date is that of Fes- 
senden who, with his 
characteristic chipped tooth, is 
already a fixture in American 
movies, usually popping up 
briefly to terrorize the likes of 
Bill Murray in Broken Flowers 
or Jodie Foster in The Brave 
One. With a cartoon cockney 
accent that would make 
Dick Van Dyke retire his 


chimney brush, Fessenden turns in his greatest 
role to date as the loveable rogue Willie Grimes. 

“Glenn did write a script which everybody re- 
sponds to,” says Fessenden. “It’s just so colour- 
ful. The qharacters are so rich. I think it almost 
required no direction on the one hand. In fact, 
we’d all tease Glen. His main direction was, ‘Give 
it loads, lads!' Ron and I 




TH2 


I DOH'T THIHK 
HOVE'S SOT A 

COHTSMPORARY 
SONS IH 
ITS BODY.t? 

Glenn MnOuaiil 

t DIRECTOR 



were teasing each other 
about who could chew 
more scenery and ... that 
there’s gonna be nothing 
left of the set when we’re 
done. You know, it is funny 
because I’m also a realist in 
my other films. But I have a 
huge place in my heart for 
this broader kind of thing.” 

Scrimm believes the role 
may prove to be a turning 
point for Fessenden’s act- 
ing career. 

“I’m hoping that this pic- 
ture will attract the kind of 
attention that will zoom 
Larry to the character actor 
status he has long de- 
served, as he’s brilliant. 
He’s raffishly funny in it.” 

In fact, McQuaid likes the 
characters so much that 
he’s currently writing a se- 
quel to the film, tentatively 
titled The Further Adventures of Grimes 
and Blake. He also says that he plans 
to keep working in the genre that he 
grew up with. 

“For / Sell the Dead I wanted to 
channel that work and definitely I feel 
its influence by people like Freddie 
Francis, Roy Ward Baker and Terence 
Fisher. I don’t think the movie’s got 
a contemporary bone in its 
body. I feel it’s just an out-of- 
time oddity of a film. 
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' A CARNIVAL OF CADAVERS 


ZOMBIELAND 

Starring Woody Harrelson. Jesse Eismberg 

and Emma Stone 

Directed by Ruben Fleischer 

Written by Paul Wemick and Rhett Reese 

Sony 

Sorry Mickey, if I ever win the Superbowl, I'm 
going to Zombielandi 

This rom-zom-com is an adventure park fused 
onto celluloid: from the unforgettably brutal and 
beautiful opening credit sequence you're 
strapped in for a thrill ride across 
America, playing whack-an- 
undead-cranium with a rootin,’ 
tootin,' shootin’ Woody Harrelson, 
only stopping long enough to 
search for a fast food sugar high, 
and maybe pick up a few girls. 

The plot is familiar: America has 
been overrun with zombies, in this 
case due to a plague. Two months 
after infection, all that remains are 
some abandoned, bumt-out cars, 
hordes of blopd-encrusted crazies 
and a few survivors trying to get to 
that one dream place that hasn’t yet been over- 
run (in this instance, a California theme park). 


Harrelson co-stars as Tallahassee, a zombie 
killing machine with a no-names-please policy for 
anyone he encounters, including "Columbus" 
(Jesse Eisenberg), a loner with OCD who survives 
by following a strict set of rules (e.g. always wear 
a seatbelt, know where a building's exits are lo- 
cated). Harrelson is as smart-ass as he is badass, 
while Eisenberg plays pretty much the same awk- 
ward virgin he did in Adventureland. Add two wily 
young women to their posse and a brilliant Holly- 
wood cameo and you’ve got the perfect buddy ac- 
tion film for horror nerds. 

Zombieland isn't quite a horror title, though. The 
filmmakers behind it - director Ruben Fleischer 
and screenwriters Rhett Reese and 
Paul Wernick - are comedy kids, 
and set out with little more than 28 
Days Later and the Dawn of the 
Dead remake (yep, they admitted 
that) as their guide. So while the 
zombies are fast and the kills are 
nastily gruesome, it’s all in the 
service of laughs. This is probably 
why there’s a head-scratchingly 
low number of zombies in Zom- 
bieland. it’s not really supposed to 
scare us any more than a roller 
coaster or haunted house. Still, 
those laughs are consistently choice and Harrel- 
’son is beyond awesome, making this a way better 


follow-up to Shaun of the Dead than Hot Fuzz. If 
the studio has half a mangled brain, Tallahassee 
will definitely be back for Zombieland 2. 

LIISA LADOUCEUR 

RUDE AWAKENTnG 

PANDORUM 

Starring Dennis Quaid, Ben Foster and Cam Gigandet 
Directed by Christian Alvart 
Written by Travis Milloy 
Alliance Atlantis 

Pandomm (definition): 1) A state of mental delu- 
sion resulting from lengthy deep space travel and 
extended periods spent in stasis, 2) An entertaining 
sci-fi horror film, which 
blew the potential to be a 
genre classic. 

The set-up is simple; 60 
years in the future, humans 
have all but used up the 
Earth's natural resources. 

Fortunately, another inhab-* 

[table planet has been dis- 
covered that could provide 
a new home for the species. A ship is loaded with 
scientists, farmers, etc., and sent there to begin • 
settlement, but much goes wrong en route. 

For starters. Bower (Ben Foster), our hero, awak- 
ens from stasis with a full-blown case of amnesia, 
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someone get impaled through the mouth with a 
hunk of wood, crushed under a concrete block, 
sliced in half by airborne debris or incinerated in 
a huge explosion. Now, just imagine seeing all 
of that in glorious 3-D, and all before the open- 
ing credits even roll. 

Such are the pleasures of The Final Destina- 
tion, the fourth entry in the nearly decade-old 
Finai Destination series, which sees the return 
of director David R. Ellis (Snakes on a Piane), 
who also helmed part two. Basically a rehash of 
the plots of the first three outings, this time 
around it’s at a motor speedway where a group 
of people manage to 
escape certain 
death through a 
timely premonition, 
only to find that their 
fates may already 
be sealed as they 
begin to die off in in- 
creasingly inventive 
and macabre ways. 

The choice to 
shoot the movie in 
3-D after the recent 
success of the MyBioody Valentine remake was 
a good one, and the fact that there are quite a 
few times when you feel like you're actually get- 
ting spattered with blood and body parts does- 
n’t hurt either. Ellis takes the franchise back to 
its roots, foregoing most of the painfully long ex- 
pository scenes - in which the main characters 
try to comprehend the meaning of their survival 
- which frees up more time to focus on the im- 
portant stuff; the ingenious, over-the-top death 
scenes. 

Where the film really succeeds - gory death 
sequences aside - is in the fact that it doesn’t 
try to be anything more than it is, Clocking in at 
a scant 82 minutes, it isn't the kind of film where 
you're going to witness any Oscar-worthy per- 
formances, but you will get lots of cheap thrills, 


only to find the settlement ship in a serious state 
of distress due to the invasion of some incredibly vi- 
cious creatures with metallic protrusions jutting 
from their hairless, mottled flesh (imagine Seren- 
it^s Reevers crossbred with the Splicers from the 
The Suffering video game franchise). Bower and 
the few surviving crew members he encounters are 
left with the unenviable task of recovering their 
memories, figuring out what’s going on and saving 
the ship from eminent system failure - all while 
fighting off continuous attacks by the creatures and 
entrapment by a cannibalistic crew mate. Of 
course, this is further complicated by the pando- 
rum, which one or more of the characters may or 
may not be suffering from. 

The film, helmed by Christian Alvart (German se- 
rial killer film Antibodiedf, looks slick, and the ship 
itself is deliciously decrepit. Likewise, the creatures, 
despite feeling a bit too familiar, are appropriately 
fast, mean and ravenous. Sadly, the narrative isn’t 
as sturdy. The characters aren’t particularly well de- 
veloped and tile memory-loss conceit Is mostly 
squandered, as the film quickly devolves into one 
long, albeit exciting, chase sequence. 

There were no shortage of opportunities here for 
some timely social commentary, a la District 9, but 
the few attempts Pandorum makes are overshad- 
owed by the near non-stop action. This is exactly 
what prevents it from being anything more than an 
enjoyable popcorn flick. Had the script been smart 
rather than just buoyed by a couple of clever but 
underdeveloped ideas, Pandorum could have 
achieved cinematic greatness. 

MONICA S. KUEBLER 


DEFENDING DIABLO 


JENNIFER'S BODY 

Starring Megan Fox, Amanda Seyfried and Johnny Ammons 
Directed by Karyn Kusama 
Written by Diablo Cody 
Fox Atomic 

There’s been a lot of skepticism - 
hell, let’s admit it, outright hatred - 
directed towards Jennifer's Body. 

That Diablo Cody was following up 
her Oscar-winning script for Juno 
with a horror film seemed like a be- 
trayal to the critics who helped make 
Juno a hit with soccer moms every- 
where. “Shouldn't she be adapting a 
Jane Austen novel or something?” 
went the reasoning. 

When starlet Megan Fox (of the FHM bikini 
spreads and Michael Bay robot porn) was an- 
nounced as the Jennifer of the title, fanboys every- 
where took their hahds out of their pants long 
enough to blog their displeasure. Sure, Fox is 
“hawt,” but she can’t actually act, they typed. Oh, 
and Diablo can’t really write (Juno was, like, a 
fluke), and the premise - a sexy high school girl 
sacrificed by a satanic soft rock band in return for 
fame and fortune comes back from the grave to eat 
teenage boys - was just so cliche and unoriginal, 


even though no one could cite any films with sim- 
ilar plots. What a disaster, right? 

To quote a wise man: Fuck you, you fucking 
fucks. 

Get it straight: Jennifer's Body is smart, funny, 
sad and, yes, sexy [Sezyou, Sean. - frf.j. While nat- 
ural restraint prevents me from delivering the sort 
of quote-ready recommendation studios love, it 
must be said that director Karyn Kusama’s (Aeon 
Fiuki cast - especially, yes, Fox and Amanda 
Seyfried (HBO’s Big Love) - do justice to Cody's 
tongue-twisting dialogue, bringing to life a portrait 
of teen girl existence every bit as silly, profound, 
twisted and real as Ginger Snaps, the horror film 
Jennifer’s Body is most often mentioned alongside 
because of their shared themes - particularly, the 
potential danger of female adolescent sexual 
power. 

At the bloody heart of Cody’s story is tiie curious 
relationship between school hottie Jennifer and her 
nerdy BFF Needy (Seyfried). (“Sandbox love never 
dies,” Needy says to explain it.) That their 
friendship (which might, it’s hinted, have 
benefits) has turned toxic is obvious long 
before Jennifer tries to chow down on 
Needy’s boyfriend Chip (Johnny Sim- 
mons). Yes, Cody’s dialogue is occasion- 
ally so hip it hurts, but rolling off the 
tongues of Fox and Seyfried the way it 
does, it’s as tasty as the boys upon which 
the demon-possessed Jennifer sups. 

SEAN PLUMMER 


DUCK! AN ARM! 


THE FINAL DESTINATION 

Starring Bobby Campo, Sbantei VanSanten and Haley Webb 

Directed by David R. Ellis 

Written by Eric Bress and Jeffrey Reddick 

New Line Cinema 

There’s nothing quite like watching a movie 
where a person’s head gets knocked off by a fly- 
ing tire. There's also nothing quite like watching 
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The Final Destination: 
Same plot, new kills. 


great scares and the tastiest eye candy of all - 
the kind that drips red in 3-D! 

UST CHANCE UNCE 

MN^NOTHING 


THE THAW 

starring Val KMinef, Aaron Ashmore and Martha IWacisaac 

Directed by Mark A. Lewis 

Written by Mark A. Lewis and Michael Lewis 

Mapie 

What happens in the polar ice, stays in the 
polar ice. At least it should, but thanks to global 
warming, a plague of hungry, hor- 
ribly disgusting parasites that 
lived in a formerly frozen wooly 
mammoth has been unleashed. 

That’s the premise of The Thaw, 
the latest film from Anagram Pic- 
tures, the Vancouver company 
that brought us the much cuddlier 
Fido{RM#68i. 

Val Kilmer, who these days al- 
ways seems to look like he just 
lost a pillow fight, plays David 
Kruipen, an environmentally 
minded academic in charge of a 
remote arctic research station. 

When his team comes across a mammoth 
emerging from the melting ice, it’s a major dis- 
covery. But the brown beast is crawling with pre- 
historic parasites that have woken up and are 
looking for fresh hosts. That’s particularly bad 
news for David’s daughter, Evelyn (Martha 


Maclsaac), who, along with a helicopter pilot and 
three research students (including one played by 
Smallville's Aaron Ashmore), arrives to find the 
place empty, well... sort of. One of the re- 
searchers stumbles back to the station, one of 
the kids gets Infected and before long, paranoia 
and parasites are threatening not just the humans 
in the arctic, but all of humanity, should they 
spread south. 

Clearly influenced by The Thing, The Thaw 
mixes body horror gross-outs, physical isolation 
and psychological anguish to deliver a prescient 
environmental message similar to Larry Fes- 
senden’s The Last Winter [al- 
though the threat here is 
scientific and earthly, rather 
than supernatural or other- 
woridly). One of the first scenes 
In the movie, involving tweez- 
ers and a parasite that has bur- 
rowed into a woman's 
forehead, is a take-off of some 
truly disgusting real-life 
YouTube footage involving bot- 
fly larva. Sure, sweeping heli- 
copter shots of the tundra 
effectively reinforce the sense 
of being cut off, and the muted 
colours make everything even bleaker, but it’s the 
creepy-crawly concept that'll make you run 
screaming for a Costco-sized can of Raid. 

It’s too bad that the filmmakers lacked the con- 
vicbon (or maybe the budget) to really explore the 
gore gag potential. And on top of that, some of 


the more ambitious shock scenes with the para- 
sites suffer from mediocre CGI effects. Otherwise 
The Thaw is a respectable straight-to-DVD entry 
in Maple/Lionsgate’s new sub-label Ghosthouse. 

Remember, kids: next time you find a prehis- 
toric Snufalufagus lying on the ground, don’t 
touch it. Same goes for a Val Kilmer. 

DAVE ALEXANDER 

COM^OCTANDPLAY 


JACK KETCHUM'S OFFSPRING 

Starring Art Kindle, Ahna Tessler and Amy Hargreaves 
Directed by Andrew Van Den Houten 
Written by Jack Ketchum 
Anchor Bay 

There are two distinct possibilities that explain 
why Jack Ketchum 's Offspring is the way it is. Rrst 
it's possible that this Is a radically advanced work 
of post-modem science fiction, set in a world pop- 
ulated by creatures who look like human beings, 
and sound like human beings, but don’t act or feel 
the way real human beings do. Or it’s just bad.... 

The film opens with the oldest, laziest form of ex- 
position since the Invention of intertitles - a series 
of newspaper headlines 
from different eras allude 
to bizarre murders in 
rural Maine, all Involving 
what seems to be a clan 
of feral humans. So that’s 
your first challenge as a 
filmmaker, Mr. Andrew 
Van Den Houten: can you 
convincingly portray a 
pack of feral humans 
who speak their own lan- 
guage and live in caves? Unfortunately, no. The film 
crosses into camp territory as soon as the actors 
start speaking their fictional tongue, especially 
when entire scenes are grunted out in it. 

The “civilized” humans are even less believable. 
The story gete underway v^en the police depart- 
ment of the tiny hamlet of Dead River, Maine dis- 
covers that the dan has attacked and killed a family 
right in their own home. I know this is a horror 
movie, and gore is what we’re after, but the butch- 
ery of this family is so unrealistic and inappropriate 
that it totally undercuts the scene. The bodies look 
like they’ve been skinned, filleted and cooked in a 
ritual cannibal orgy. It wouldn’t be so bad if the spe- 
cial effects didn’t make them look like they were 
covered in barbecue sauce. 

There’s really nothing here to recommend. The 
whole project comes off as rushed and amateur, lit 
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What happens to a woman when she is abused by her parents, 
becomes a runaway at the tender age 14, is molested by a local 
priest who takes her in, and is then used and abused by nearly 
everyone she comes Into contact with? 


For Angela Aberdeen the answer is to turn away from the human 
race and all earthly reality by making a sacred pact with Satan. 
After enlisting his protection in return for her eternal touI; her 
first act is to burn down the priest's church as he lays passed out 
drunk on the floor. She then flees to the city where she develops 
a horrible addiction to alcohol and drugs. Angela quickly spirals 
downward in her journey to Hell. Stripping turns to pornography 
and prostitution, and as her deadly addictions tear her body apart, 
she realizes that even Satan has seemingly forsaken her. 

EXTRAS: - 

COMMENTARY WITH AMEAR^ UAVEY PRODUCTION NOTES 

COMMENTARVWITH.lv NO'O^ BODY SELF INFLICTED 

ttlTiRE Ai!LY;HURtsTb LAUGH THE HISTORY OF VOMIT GORE 

■making of SLAUGHTERED VOMIT DOLLS TRAILER 
PICTURE GALLERY 
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OVERLOOKED, FORGOHEN AND DISMISSED 

THISM: WE GOES OUT ON A LIMe 

FOKEST HUMP 


THE EVIL WOODS 

Lionsgate 

Every filmmaking class should stert off with a session titled How Not to Make 
a Horror Rim 1 01 , in which the teacher locks the classroom door and forces the 
students to watch The Evil Woods. The movie follows a bunch of homy, pot-smok- 
ing, beer-guzzling, foul-mouthed college students on a camping trip who are 
soon hunted down and killed one by one, by an axe-wielding maniac in a big 
green parka. Though there’s some nudity, it’s not enough to absolve a script that 
appears to be mostly ad-libbed profanity and kill scenes that are telegraphed from miles away. It’s text- 
book slasher filmmaking but done poorly. I’m pretty sure that the guy who recommended that Uon- 
sgate distribute this film works at a McDonald’s drive-thru right about now. Lesson iearned! 

BODY COUNT: 8 
BEST SCENE: End credits 

AU BUK.no SITE 

DEAD WDOD 

Lionsgate 

Now, stop me if you've heard this one before: Dead WoodMows a group 
of horny, pot-smoking, beer-guzzling friends on a camping trip in the woods, 
where they end up getting hunted down and killed. Thankfully, the directors 
of this micro-budget British offering (there are three of ’em) decided not to 
have them being stalked by a masked madman. Instead, they opted for some 
type of supernatural entity that’s pissed at the group for killing a deer, carv- 
ing their initials on trees, stealing eggs and littering the forest with beer cans and used con- 
doms. Though there are some cool special effects, it doesn’t make up for the fact that it's 
excruciatingly slow-paced, most of the kills are off-screen and the acting is extremely wooden 
(get it?). 

BODY COUNT: 2 (and 1 deer) 

BEST SCENE: Guy transforms into a tree 

BABKiNSUPTHE KiBHT TBEE 

DEADWDOD PARK 

Cinema Epoch 

I’ve been a fan of writer/director Eric Stanze since I saw Scrapbook and / 
Spit on your Corpse. I Piss on your Grave. Deadwood Park, his most ambitious 
project yet, centres around a young man named Jake who returns to his 
hometown two decades after his twin brother was abducted and murdered by 
a serial killer who slaughtered 26 children before disappearing. The film is an 
incredible visual record of a dying town, featoring settings such as an aban- 
doned house, a derelict drive-in and a deserted amusement park in the woods, complete with an 
overgrown ferris wheel. There's even a WWII flashback sequence featuring a fleet of vintage army 
vehicles, soldiers and intense battle scenes for Chrissakes! Someone in Hollywood hire this guy al- 
ready! 

BODY COUNT: 18 

BEST SCENE: Priest gets hacked up with a machete LA^j chance lance 

m 





and shot like aTV movie; it’s bright, flat, without depth or 
shading. Ail those adjectives apply equally to the writing, 
in which bad characters do bad things and good char- 
acters do good things and then they fight and some of 
them die and then it’s over. If it sounds like a bunch of 
ten-year-old boys playing with action figures, that’s about 
the amount of insight in Offspring. 

On second thought, scratch that. I know ten-year-olds 
that are more sophisticated than this movie. 

JASON UPEYRE 


THE LAST RESDRT 

Starring America Olivo, Marrissa Tait and Nick Ballard 
Directed by Brandon Nutt 

Written by Nathaniel Bozen, Nathan Oliver and Martina Papinchak 
Lionsgate 

Mexico’s tourist industry is taking a beating in the 
wake of the recent Swine Flu outbreak, but according to 
The Last Resort, that's the least of your worries if you’re 
headed south of the border. The micro-budget film - 
which, ironically, was shot in California - has an enter- 
taining premise but ultimately fails to really exploit the 
fears of visiting a foreign country. 

Bride-to-be Kathleen (Marissa Tait) and her four best 
friends gather in Mexico for a weekend of partying, 
bachelorette-style. After their first night, Sophia (Amer- 
ica Olivo) ditches them for a tryst with Rob. a high school 
teacher and fellow 
American tourist. The 
next morning the re- 
maining women hire a 
pair of dubious tour 
guides for a day of 
sightseeing. Robbed, 
abused and dumped 
in the desert by their 
guides, the friends 
seek refuge in a sinis- 
ter resort that used to 
be the home of a he- 
donistic cult. Ghostly 
echoes of the cult's 
depravity possess the 
women, and they begin to turn on each other. The fed- 
erales take no interest in the missing tourists so it’s up 
to Sophia and Rob to find her friends and rescue them 
before things turn ugly. 

By far the most intriguing aspect of the film lies in its 
back story of the sadist cult striving to find freedom by 
embracing their animalistic passions - the kind of pas- 
sions which almost certainly end in murder. This psy- 
chic residue angle has shades of Clive Barker but is 
sorely underused, coming into play only during the last 
third of file film. The soap opera-level cast does little to 
enforce the psychological interplay between characters 
that should drive the horror in the movie. 

The cult angle is a nice twist on what could’ve just 
been tourist torture porn. But ultimately you can get bet- 
ter Mexico-themed scares from drinking Tijuana tap 
water. 

JASON PICHONSKY 
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By DAVE ALEXANDER 


L et's dig up some old bones for a sec, shall we? 

For the uninitiated, Masters of Worror is a thirteen-episode, hour-long 
anthology show created by filmmaker/author Mick Garris, in which 
each installment was directed by a different genre notable (well, usu- 
ally notable), such as Tobe Hooper. John Carpenter, even Takashi Miike. Results 
varied but it was good enough for a two-season run on Showtime (2005-2(X)6). 
Garris then brought the concept to NBC. The running time and the episode budg- 
ets were chopped, the production was moved to Edmonton, Alberta from Cali- 
fornia, and the content fell under major network guidelines. Despite having 
high-profile horror names involved, the show died a quick death. Now that all 
thirteen episodes are available in a set from Lionsgate, one wonders if Fear It- 
self (200S) deserved its premature burial? 

In a word: yes. For starters, many of the episodes have telegraphed endings 
and obvious twists. John Landis' “In Sickness and In Health" (written by Jeep- 
ers Creepers helmer Victor Salva) isn’t nearly as fun as his MoH episode “Fam- 
ily” and you know pretty much from the get-go that when a bride-to-be receives 
a message warning that “the person you are marrying is a serial killer," it was 
given to the wrong party. Similarly, in Mary Harron’s “Community” - starring 
Brandon Routh {Superman^ as half of a newlywed couple moving into a 
creepy Stepford IV/Ves-type planned community - the big secret is as 
obvious as the characters’ lack of logic is frustrating (move al- 
ready!). Then you’ve got Darren Lynn Bousman's zombie apoca- 
lypse story "New Year’s Day,” in which the obvious ending 
could’ve been helped by more gory undead mayhem (some 
which appears in this DVD director's cut).Based on a screen- 
play by comic book writer Steve Niles, it needs a medium 
without TV’s budgetary and content restrictions. 

Like “New Year’s Day." several episodes rely on classic 
Tw/Z/gW Zone-style ironic twist endings - albeit darker and 
bloodier for contemporary audiences. Examples include the 
lacklustre evil doppelganger tale “Chance,” by John Dahl: 

Brad Anderson's plodding “Spooked," in which Eric Roberts 
plays a cop-turned-private-eye who’s literally haunted by his 
violent past; the time-worn body-switching plot (with a serial 
killer and a suburban dad) of “The Family Man," from Ronny 
Yu; and “Echoes," in which an academic moves into an old 
house and becomes convinced he lived there in a past life as 
a vicious murderer. (Not great, but better than director Rupert 


Wainwright’s previous horror work. Stigmata and The Fog remake.) 

Strangely, only “Something With Bite" takes the horror-comedy Tales From 
the Crypt route, with a veterinarian (played with relish by The Wire’s Wendell 
Pierce) turning into a werewolf. Directed by Ernest Dickerson and written by 
Max Landis (son of John), it starts off strong but soon becomes annoyingly goofy. 

The more intriguing episodes are the ones styled after mini-movies. Although 
they don’t always wori< - i.e. Rob Schmidt's cheesy teen soap opera “The Spirit 
Box,” about two girls who contact a murdered classmate via a homemade Ouija 
board - there are thrills to be had. Eduardo Rodriguez's “The Circle” suffers from 
some TV-grade CGI, but the mind-bending supernatural siege tale of a writer 
and his associates trapped in a cabin by a seeping darkness (like the goo in 
Stephen King’s “The Raft”) is genuinely scary. Similarly, Stuart Gordon’s “Eater," 
about a rookie female cop stuck guarding a hideous cannibalistic serial killer 
(Stephen R. Hart is monstrous in the role) is stylish, tough and terrifying, even if 
the pacing and character motivations are off. 

The best of the series, though, eschew Edmonton's less-then-exotic suburban 
brownscape for a more rural northern backdrop. Larry Fessenden’s “Skin and 
Bones" sees a rancher possessed by a hungry spirit after returning from days 
lost in the woods, it’s tense stuff and Doug Jones (Pan 's Labyrinta, Hell- 
bo/i is chillingly ghoulish as the possessed mountain man (pictured 
above), if only Fessenden didn’t have to cut away from the gore 
scenes. Finally, the best Fear ftse/f episode was written by 
Garris himself and directed by Breck Eisener (The Cra- 
zies remake). In it, three men escaping a crime stumble 
across a fort in the woods (actually historic Fort Ed- 
monton), where three strange, beautiful sisters take 
them in, hiding sinister plans that involve a bloodthirsty 
creature hidden in a pit in the stable. Aside from an 
original setting, it’s got great plot turns, some horrific 
sequences and a cool monster. 

So, Fear Itself is more miss than hit. That said, 
though, it deserves better than Lionsgate’s embar- 
rassingly cheap-ass plastic gravestone packaging. It 
doesn’t close properly, the discs are stacked on top 
of each other (for maximum damage potential) and 
let’s not even get into tiiat masturbating skeleton on 
the cover. And they wonder why people download. 
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VIN CEN T AN D VAN G O! 

' THE HILARIOUS HOUSE OF FRIGHTENSTEIN: 
BATS, BONES AND CBEEPY POEMS (1971 ) 

Starring Billy Van. Vincent Price and Fetika Rais 
Written and directed by Rifael Markowitz 
Ancrior Bay/Critical Mass 

Ah... to be a kid growing up during the 70S. 
Sure, we had bad haircuts and some truly awful 
clothing, but we also had Saturday mornings witti 
The Hilarious House of Frightenstein. 

Produced in 1971 in Hamilton, Ontario, Fright- 
enstein is part variety show and 
part educational program. It stars 
comedian Billy Van as green- 
skinned vampire Count Frighten- 
stein, who's desperately trying to 
revive his monster Brucie. Assist- 
ing the Count in his quest, albeit 
none too successfully, is his well- 
meaning, but eternally inept ser- 
vant Igor (Rshka Rais). In addition, 
each episode of Fiightensteiniea- 
tures zany supporting characters 
(many played by the versatile and 
talented Van). 

But for a lot of kids, the big draw 
was the presence of the Merchant 
of Menace, Vincent Price, as the show’s host. Pro- 
viding rhyming monologues during Frightensteirts 


opening and dosing sequences, Price also deliv- 
ered short, poetic introductions to skits through- 
out die course of each episode, which ranged from 
slightly humorous to off-the-wall bizarre. With Bats, 
Bones and Creepy Poems, the fourth release in a 
series of Fiightenstein compilations from Anchor 
Bay/Critlcal Mass, the focus is on Price, and it’s a 
treasure trove of the creepy bard’s best bits. 
Among the highlights: a set-up to a Grizelda seg- 
ment in which Price, complete with chef hat, de- 
clares, “Grizelda likes to make desserts, especially 
frozen custard. They’re all disgusting, but the 
worst: the one she makes with mustard.” 

Anodier clip, an intro to a Pro- 
fessor segment, has a grinning 
Price describing “the reasons for 
all the different seasons," before 
closing with, “Summer is the best 
of all. it's always been the rule. For 
that's the time that Mother Nature 
lets you out of school." Whether 
clad in a wizard costume or wear- 
ing oversized rubber hands, Price 
clearly enjoyed what he was 
doing. 

His clips are sandwiched be- 
tween skits and segments featur- 
ing many of the beloved 
characters that populate the 
Frightenstein world, including Grizelda, the Librar- 
ian, the Wolfman, the Oracle, Dr. Pet Vet, Bwana 



Clyde, Professor Julius Sumner Miller, the Gorilla, 
Harvey Wallbanger and The Mosquito. 

Running an hour and presented in its original 
full-screen format, the disc features a picture as 
clear, vibrant and colourful as the day it was taped. 
Clever and entertaining (with a wry wink to the 
adults in the audience), Frightenstein remains as 
fresh and innovative as it was in the 1 970s, mak- 
ing it a program that monster fans can enjoy just 
as much now as they did when they were five. 

JAMES BURRELL 


UNDERGROUND FUMMARiNG 
THE STRANGENESS (1985) 

Starring Dan Lunham.Terri Bertarxl and Rolf Theison 
Directed by Melanie Anne Pniilips 
Written by Ctins HunUey and Melanie Anne Phillips 
Ckxle Red 

Subterranean, Lovecraftian terror awaits in The 
Strangeness, an obscure, crudely made monster 
movie produced by some enterprising USC film 
grads looking to break into Hollywood. Rimed in 
1 979 and ’80 but not released until '85, there’s a 
lot this largely student effort gets right, but it would 
be a stretch to say the slackly paced film is really 
successful. 

The tentacle-filled nightmare begins when a 
writer and photographer join a geologist corporate 
exec and some miners to investigate whether a 
cursed, 100-year-old gold mine can be reopened 
and made profitable. The ragtag party descends 
into the creepy shaft and becomes trapped by a 
cave-in. Desperately searching for a way out they 
become aware of an entity lurking in the shadows. 
One by one, characters disappear into the dark- 
ened shafts, leaving 
just a small group of 
survivors to discover 
the mine's danger- 
ous secret 

In the special fea- 
tures on this DVD re- 
lease, the cast and 
crew of The Strange- 
ness are quick to re- 
mind viewers that 
their littie genre exer- 
cise is pretty good 
when you consider 
its budget. To some extent that’s true - you can tell 
ttiat director Melanie Anne Phillips (then known as 
David Michael Hillman) loves the technical aspects 
of filmmaking, pulling off complex process shots 
and ambitious sequences, such as when the stop- 
motion beast draws nearer in the darkness with 
every flash of the photographer’s bulb. 

When it comes to special effects, though, Phillips 
lacks the golden touch. The creature looks like a 
malformed reject from Flesh Gordon, complete 
with a vagina-shaped mouth that it uses to devour 
its male victims. And since there’s so little screen 
time with the monster, we're mostly left in ttie 
company of the poorly developed, mostly obnox- 
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ious characters, as they tediously plod around the 
endless tunnels. 

Although The Strangeness was a labour of love 
for the young filmmakers involved, far better films 
have been made for less money. While intermit- 
tently effective, similar ’80s fare such as The Gate 
and The Boogens mine this material much more 
effectively and evenly. 

PAUL CORUPE 


DIFFERENT STORES 
PREY (1978) 

Starring Barry Stokes, Sally faulkner and Glory Annen 
Directed by Norman J Warren 
Written by Max Cuff ^ Quinn DorK)ghue 
S^tion 

Director Norman J. Warren is hardly afilmmaker 
with an eye for characters and clever genre fu- 
sions. In fact, he’s considered a hack. His back- 
ground in early British sexploitation flicks did. 
however, ensure that he knows how to deliver nu- 
dity, mystery and sometimes gore (for example, his 
mostly dreadful Alien rip-off lnseminoi(ti. Prey is 
pretty much par for the course. 

The loopy plot sees a fanged, red-eyed alien 
(Barry Stokes) land his ship in the woods some- 
where in Britain. He promptly feeds on a couple of 
lovers, a wandering local and some fowl before 
spotting a pair of pretty lesbians named Jessica 
(frequently nude Glory Annen) and Josephine 
(stage-trained Sally Faulkner). After taking on the 
physical form of his last victim (some studly, un- 
emotive bloke named Anders), he weasels his way 
into the lives of the girls, passing himself off as a 
wandering traveller. Soon he’s in bed with them, 
which ignites some deep-rooted jealousies and 
suspicions. Here, the films shifts from a hastily 
concocted genre quickie to a psychosexual drama 
set in an isolated mansion. 

Prey does have one graphic and prolonged les- 
bian whoopee session, not to mention a nasty 
sex/rape/cannibal sequence at the end, but the 
chief plot about an alien takeover is quietly put on 
pause so the film can introduce a mystery element 
(Did Josephine kill Jessica’s last man-crush and 
bury him near the potato 
patch?), as well as a creepy 
post-dinner game of hide-and- 
seek which leads one to believe 
Anders might finally break his 
politesse and devour the girls. 

So, yes, interesting, but inter- 
esting doesn’t necessarily 
mean “good.” Faulkner’s por- 
trayal of jealous lover 
Josephine is shrill and campy, 
the alien takeover plot is 
cheaply assembled in the final 
scene (Stokes wears a pig nose 
when his character reverts to cannibalistic alien 
mode). Granted, the weird blend of sex, drama and 
moments of total incoherence is rather hypnotic, 
but Prey is a messy film in search of an identity. 



Salvation’s new special edition features a much 
cleaner PAL to NTSC transfer (yet the image is still 
1 .33:1 , cropped from a widescreen print). Along- 
side new video interviews, there's also a newly 
recorded commentary track with Warren, Faulkner 
and editor Alan Jones. Apparently Stokes and his 
pig nose were unavailable. 

MARK R. HASAN 

NOTTHfGiAL'w 
THE WEEKEND MURDERS (1970) 

Starring Anna Moffo, Peter Baldwin and Gastone Moschfn 
Directed by Micbeie Lupo 

Written by Sergio Donah. Massirm Felisatti end Fabw Pittorru 
CcxteRed 

Although giallos are sometimes unintentionally 
funny, with their sketchy dubbing, cheesy 
machismo and outrageous plotlines, the giallo 
spoof is a seldom seen creature. It’s not surprising 
then that most of us have never seen or 
heard of Michele Lupo’s Weekend Mur- 
ders. 

Also known by its Italian title. Concerto 
per Pistola Solista {Concerto fora Pistol 
Soloisti, the film opens with a Monty 
Python-style scene as a laughable 
British police constable rides his shaky 
bicycle across town to meet a strangely 
maudlin group of individuals at a golf 
course who have uncovered a corpse in 
a sand trap. Flash back a few days as 
the same group assembles at a swanky 
British estate for the reading of a will. In 
Agatha Christie style, those who are unhappy with 
their inheritances are then murdered off one-by- 
one; a pompous Scotland Yard detective and his 
bumbling Bobby sidekick investigate. 





The Weekend Murders: 

Witness bloodbaths and 
other mayhem in this 
giallo spoof. 


Though first-time viewers might be caught off 
guard with Lupo’s brand of quirky hand-held cam- 
erawork, visual gimmicks and stylized smash 
cuts, aficionados of European cinema will be 
pleased with the strong ensemble cast, which 
includes such genre notables as Giacomo Rossi- 
Stuart (Kill Baby /(///), 

Ida Gain {The Blood- 
stained Butterfly), 

Peter Baldwin {The 
Ghost) and Marisa 
Fabri (Four Flies on 
Grey Velvet). But it’s 
the lively soundtrack 
from Francesco De 
Masi {The Inglorious 
Bastards, New York 
Rippei), which is a real 
highlight, as he blends 
psychedelic jazzy refrains with a bizarre 
melange of gunshots set to Tchaikovsky's Piano 
Concerto Number One. 

Presented in its original 2.35:1 aspect ratio, 
this Code Red presentation includes an exten- 
sive photo and trailer gallery, as well as an in- 
sightful audio commentary with Hostel producer 
Scott Spiegel and co-star Baldwin, who delves 
into his work on other productions with Barbara 
Steele and Roberto Rossellini. 

Although all of the murders are committed 
off-screen, often the actors can’t take two steps 
without tripping over a corpse that has either 
been shot or stabbed and is leaking the red stuff 
all over the floor. If you’re intrigued by the con- 
cept of a giallo spoof, this will entertain you. Be- 
cause, hey. there are worse ways to, ahem, kill 
a weekend. 

LAST CHANCE LANCE 
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headstrong nature prompts him to push through 
with a serum, even though it puts his relation- 
ship with Beatrix (Lana Turner), the woman he 
hopes to marry, in jeopardy. The drug unleashes 
his evil alter ego, Mr, Hyde, a beast who travels 
the foggy London streets, 
indulging in his primordiai 
impulses and hatred. 

On one occasion, Hyde 
traveis to a music haii 
where he finds the exquis- 
itely beautiful barmaid Ivy 
Peterson (a tragicaily ef- 
fective performance by In- 
grid Bergman). After 
causing a brawi to get her 
fired, Hyde makes an offer 
of assistance. Without a job 
and desperate for money. 

Ivy allows herself to be put 
up in an apartment by 
Hyde, but with his constant 
abuse and violence to- 
wards her (Hyde gets his 
kicks by whipping her bare 
back), the young woman 
lives in terror. Meanwhile, Beatrix leaves JeykII 
to go travelling with her father, and to make 
things worse, with each transformation, the 
Hyde personality becomes increasingly vile, 
threatening to take over the good half perma- 
nently. 

It was originally intended as a straightforward 
remake of the 1931 film directed by Rouben 
Mamoulian and starring Fredric March (in an 


its predecessor in a few ways. Due to the threat 
of censorship from the Hays Code (a precursor 
to the MPAA), Ivy’s character had to be changed 
from a prostitute to a barmaid. And whereas the 
Hyde makeup for March was almost simian (and 
perhaps too bestial) in appearance, Tracy plays 
the role with minimal face paint. He sports 
bushy eyebrows and a wig, but mainly relies on 
facial expressions, body language and his voice 
to convey the change in his character. 

In spite of the censors' restrictions, there is 
some subtle yet effective Freudian imagery that 
managed to slip by, including transformation se- 
quences in which JeykII has visions of himself - 
whip in hand - being driven in a chariot pulled 
by scantily clad Ivy and Beatrix. 

Though nominated for three Academy Awards 
(for cinematography, editing and music), the film 
was a notorious critical and commercial failure 
upon its release. Tracy’s performance was 
largely dismissed by critics of the day, who 
complained that the film was not nearly as 
frightening as it should have been. Additionally, 
he was considered to be “too American” in 
speech and demeanour and not cultured enough 

to be convincing in 

the role. Even Tracy 
himself was ru- 
moured to be less 
than satisfied with 
his performance, re- 
marking it was the 
leastfavouriteof his 
projects. 

But time has been 
kind to the film and 
viewers can now 
find it as part of 
TCM Greatest Clas- 
sic Films Collection: 
Horror (now avail- 
able from Warner 
Home Video) that 
also includes Vin- 
cent Price’s first true 
foray into horror, 
1953's House of Wax, Robert Wise’s 1963 at- 
mospheric ghost show The Haunting, plus Tod 
Browning's 1932 

masterpiece Freaks. Though perhaps not 
quite as visually striking as other versions of Dr. 
JeykII and Mr. Hyde, this adaptation has grown 
to be appreciated for what it is: a thinking per- 
son’s horror film with a lot of class. 

JAMES BURRELL 


CLASSIC FILMS 

COkLICYlOa 


THE NATURE OF THE BEAST 
DR.JEYKLLANDMR. HYDE (1941) 

Stamng Spencer Tracy, Ingnd Bergman and Lana Turner 
Directed by Victor Fleming 

Written by John Lee Mahin and Robert Louis Stevenson 
Warner 


Long before Sigmund Freud thought up the 
ego and id to describe man's dual nature, Scot- 
tish author Robert Louis Stevenson was explor- 
ing the idea of virtuous and wicked behaviour in 
his 1886 novella The Strange Case of Dr. Jekyll 
and Mr. Hyde. A product of Victorian-era morals 
which warned that those who gave into their 
sexual desires would be destined for a life of 
evil, it was an allegorical interpretation of the 
theme of sexual repression - the Hyde charac- 
ter was a creation of Jekyll’s repressed lust. 

A mainstay of the horror genre, the story has 
since gone on to inspire scores of stage, film 
and television adaptations. But of all the ver- 
sions produced, MGM’s lavish 1 941 film may be 
the finest. In it, Hollywood icon Spencer Tracy 
portrays the esteemed physician Henry Jekyll, 
who incurs the indignation of his medical col- 
leagues and the Church over his assertion that 
all men have a dark and a light side that are al- 
ways at war with each other. He argued that 
given a certain set of circumstances, the good 
side could be in danger of being overtaken by 
the evil one. Proposing a series of experiments 
to remedy this, Jekyll is warned against engag- 
ing in such blasphemy - the local bishop re- 
marking, “leave it to God.” Of course, Jekyll's 
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IG SPLAHER? OF COURSE YOU 00. 

1 J How about chopsocky? Frankenstein? 

Troma? John Woo? Mexican Lucha Libre? 
Nunsploitation? Japanese “pink?" Coffin Joe? Monty 
Python? Softcore porn? Theatre of the absurd? 
Goats? I wouldn't be surprised to hear a chorus of 
“Fuck, yeah!" to all of the above, but how many of 
you have seen them all deployed - almost seam- 
lessly - in a single micro-budget film? I have, and if 
loving Masked Avenger versus Ultra-Villain in the 
Lair of the Naked BikinU2(X}Q) is wrong, I don't want 
to be right. 

Almost ten years ago. I got my first-ever Post 
Mortem response from a Rue Morgue reader. It was 
a positive one, which made me happy (at that point 
ITiad not yet experienced the perverse thrill of hate 
mall), plus it was from a filmmaker whose work I 
enjoyed, which was even better. Australian director 
Mark Savage not on^ thanked me most graciously 
for my positive review of the aforementioned title, 
but went on to laud me for being the first filiji critic 
who actually “got” Masked Avenger, a title he was 
forced to adopt when the film’s original moniker. 
The Masturbadng Gunman, caused disfributors to 
balk. Gratifying as this praise was, it 
puzzled me. What, I wondered, was- 
n’t there to “get”? A masked, gun- 
slinging private detective (Robin 
Brennan) witti the most devastating 
martial arts skills this side of Rikki- 
Oh specializes in locating missing 
women by sniffing their panties, usu- 
ally rescuing the distressed damsels 
after decapitating, disembowelling 
and occasionally castrating their cap- 
tors with his bare hands. His Achilles 
heel, however, is an uncontrollable 
compulsion to fall to his knees and 
frantically wank himself to orgasm 
whenever confronted by a beautiful, 
scantily clad woman - a weakness his enemies 
eventually learn to exploit. How could such a 
straightforward arid charming concept not resonate 
with even the most pedestrian reviewer? 


JiS. OELETE BINS AHO OIHEIi'SjWI 


Granted, there are a few twists. Maniacal German 
crime boss Helmut Gunta (a character Savage re- 
cently revealed was modelled partially on Coffin 
Joe) is released from prison and immediately dis- 
patches his masked goon squad (led by Scottish 
actor and frequent Savage collaborator George 
“Cunty McFuck" Gladstone) to kidnap a virgin for 
him to impregnate with his only son, 
who will be the second coming of 
Christ With virgins more scarce than 
ever in Australia - where, we learn, 
universities actually offer Master's 
degrees in lap dancing - the thugs 
are forced to abduct one from a con- 
vent. What they fail to realize, how- 
ever, is that gorgeous Sister Mary 
Van Hooten (Nene Powell) is the 
Mastuitating Gunman's sister. Thus 
begins our hero’s most dangerous 
mission to date, and rest assured, 
this time it’s very, very personal. 
Okay, so things are a tad more con- 
voluted now. Still, who but ti>e most 
unsophisticated, creationism-embracing hick could 
find such a tale less than enthralling? 

Plenty, as it turns out. Having struck up a long- 
distance friendship with Savage (oddly enough. 


we have a number of common interests - shocker), 
I have followed the film's progress, or lack thereof. 
His career as an intermittently successful director of 
TV commercials continued in Australia, and later in 
Los Angeles, wliere he now resides. Enduring the 
slings and arrows of the indie film game, he-man- 
aged to helm some innovative and diverse shoestring 
features in the ensuing years: Sensitive New Age 
Killer(2000), a lovingly satirical paean to John Woo. 
the erotic thrillers Fishnet(2002) and Trail of fission 
(2003), and finally the bleak, ultra-violent allegorical 
horror film Defenceless: A Blood Symphony (20QA), 
which is all the more audacious for being completely 
devoid of dialogue. A glimmer of hope appeared in 
2006 when Subversive Cinema announced the re- 
lease of Savage Sin'ema, a box set of the aforemen- 
tioned titles, sorne shorts and Savage's early actioner 
Marauders (1986), but Masked Avenger was ex- 
cluded from the set at the last minute. Today it does- 
n't quite qualify as a "lost” film, as VHS copies still 
exist, but friey're virtually impossible to find, and no 
DVD release is coming any time soon. 

In the meantime, I urge you to keep up with Savage 
on his gloriously perverse blog Phantom of Pulp (phan- 
tomofpulp.blogspotcom), and get the hell out of my 
basement, because let’s face it, some wanks won't 
wait. 9 
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I f human beings truly are a product of their en- 
vironment, this certainly explains the bizarre 
cast of characters populating A/ort/? 40, a new 
series by Aaron Williams and Fiona Staples. 
After all, when the entire county is cursed, it’s only 
nabjral to find an assortment of Lovecraftian mon- 
sters, walking corpses, winged creatures and 
ottier killer beasts roaming the sfreets. 

It’s not that things were always this dramatic in 
Conover County, though. The trouble begins when 
two teenagers find an ancient book in the local li- 
brary. As they read it, the town’s population slips 
into a deep sleep. When they awaken the next 
morning, most everytiiing and everyone has been 
drastically altered. Some people have grown a 
new set of eyes or a tentacle or two. Others can fly 
or have super-strength, and the aforementioned 
slew of monsters is trying to kill everything in 
sight. With the town magically cut off from tiie rest 
of civilization, can the mystery of Conover County 
be solved before it’s destroyed? 

“Lovecraft’s brand of horror appealed to me for 
being what I’d call ‘supernatural science fiction,’” 
explains writer Williams of the horrors driving his 
tale. “People become monsters through having 
their biology altered by elder beings; creatures 
from other dimensions step into our world via 
‘non-Euciidian mathematics’ - what some would 
call magic spells - and tiiey’re so otherworldly, so 
foreign, that mortal minds usu- 
ally snap at the sight of them. 

The things lurk just on the other 
side of a paper-thin skin called 
‘reality’ and if they find you, 
they’ll most likely eat you, if 
you're lucky. The only way to 
beat them is to flee or have a 
copy of the Necronomicon 
handy.’’ 

Williams grew up in a small 
Midwestern town himself, 
which was home to a rather di- 
verse group of people. As a 
child, he was conscious of this 
diversity and the dynamics that 
arose, especially between the 
"townies” and the more rural folk. Eventually, 
Williams encountered the works of Stephen King, 


a writer heavily influenced by his own 
childhood memories. With his creative 
juices running, Williams combined 
Lovecraft with King and created sce- 
narios using his hometown as a tem- 
plate. 

“I began to wonder what would 
happen if some catastrophic super- 
natural event were to befall a county 
like the one I'd called home, and there 
it was,” he recalls. 

The characters that populate 
Conover County recall the work of 
King in their number, diversity and the 
way they naturally fit into their envi- 
ronment despite often possessing un- 
usual attributes. Among the motley 
crew - beautifully brought to life by 
artist Fiona Staples - are the town 
sheriff, a psychic waitress, a witch 
and her young apprentice, a hulking 
brute and a super-powered teenager, 
not to mention, the vast number of 
once-human monstrosities skulking 
the streets. 

“I did have to make sure that 
everyone had a part to play if they 
were going to make an appearance,” 
explains Williams. "I love large and 
meandering tales, 
but I also know too 
many characters 
can bog things down and leave 
readers confused. Thankfully, the 
small town/rural area dynamics 
often let what goes on intertwine 
naturally. We can get away with 
having a larger cast since they 
start to seem like they’re pari of 
an extended family - parts of 
which despise other parts. That 
familiarity also helps with expo- 
sition, as two people the reader 
has just met can practically give 
their biographies with very few 
words, bringing up their shared 
past, sharing some local gossip, or reacting emo- 
tionally at the sight of each other. " 


Williams suggests readers keep their eyes on 
one North 40 character in particular, the myste- 
rious old “witch" Marguritte DeVris, the only 
character who seems to know what’s going on 
and is preparing for the outcome. 

“A lot of horror fiction - as well as fantasy - 
I’ve read will showcase a powerful magician or 
caster of spells, but they don’t seem to have 
much of a higher purpose other than helping the 
hero finish his quest. Marguritte will tell us why 
she’s where she is, why she hasn’t left, and why 
she doesn’t just wash her hands of humanity 
and leave the world to its fate." 

North 40 is on sale now from WildStorm SLG 
Productions. 9 
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Short of exhtimfng both director William Castle and actor Vincent Price. Vincent Price Presents The Tingler ls the 
best follow-up that fans of the classic 1 959 film can expect. In this new story, Price’s character, Dr. Warren Chapin, trav- 
els to the jungles of Africa in search of the origin of the fear-thriving Tingler creatures. With lab assistant Dave and his 
sister-in-law Lucy in tow, Chapin hopes to track down a primitive tribe that worships totems similar in appearance to 
the dreaded Tingler. As is usual in these scenarios, things don't turn out the way they planned and soon the characters 
are literally screaming for their lives. Writer Mark Miller’s affection for the film - and horror movies from that era in gen- 
eral - comes through loud and clear on the page. Along with B-movie conventions such as cheesy romantic dialogue 
and scientific nonsense. Miller also replicates the film's level of visceral thrills. Alex Lopez needs to work a bit more on 
his Vincent Price likeness, but overall a jolly good romp. 
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The Idea of Supenitan and Batman fight- 
ing demonic creatures is not as bizarre as it might 
seem. After all there are plenty of supernatural 

characters populating the 

DC Universe. Unfortu- 
nately, Superman & Bat- 
man vs. Vampires & 
Werewolves, a trade col- 
lecting the original six- 
issue series, brings 
nothing new to the table. 
In fact, when you read all 
six installments in one 
sitting you realize there's 
really nottiing much here 
at all. The story - our caped heroes get caught in 
the middle of a monster war - meanders {Super- 
man doesn’t even join the fray until the third chap- 
ter) and there are too many superfluous cameos by 
other DC heroes. On the plus side, Tom Mandrake's 
art is gorgeous and almost worth the price of ad- 
mission. Like Gene Colan before him, Mandrake 
has the ability to draw heroic icons and instantly 
imbue them with a creepy feel; he handies the 
monsters and gore expertly. Had the story 
been up to the same standard, this could have 
been a real winner. Bonus: the comic has an 
intro by John Landis. 

The f VIA (or Federal Vampire and Zombie 
Agency, for the uninitiated) was formed by 
President Grant after the American Civil War 
to combat the then-growing vampire and 
zombie tfireat. The group disbanded sometime 
after World War II when the threat appeared to 
have been permanently destroyed. Flash for- 
ward to modern times and what appears to be 



a new outbreak, 
leading to the rein- 
statement of the 
team. FVZA is a 
strong concept and 
this issue sees the 
series hitttie ground 
running. The brief 
history that appears 
at the beginning of 
the tale is one of the 
story's highlights, 
and while the rest of 
the comic offers standard monster fare, it’s deliv- 
ered with enough style and gravitas to place it a 
notch or two above average. 

Sufhn^rey: Saaifiee is the second mini-se- 
ries in the saga of Autumn's Grove, a town popu- 
lated with vampires, mass murderers, zombie girl 
scouts, live toys and all-around strange people. 
The protagonist - as such - is Salam, a young 
punkish photographer trying to come to terms with 
her cheating ex- 
boyfriend’s grisly mur- 
der and the town’s 
quick descent into hell. 
Salam is merely the tip 
of the iceberg, though. 
The comic is filled to 
the brim witfi bizarre 
characters and situa- 
tions that at the mo- 
ment appear to be 
unconnected (and may 
alienate some read- 
ers), so hopefully 







writer Jocelyn 
Gateway has a 
master plan in 
the works. Meanwhile, Drew Rausch’s art is fan- 
tastic. At times quirky and whimsical, at others 
moody and macabre, the style gives the book a 
unique feel and makes it genuinely fun to read. 

Catt»erfne Alffnqham Is the world’s greatest 
detective in The Unknown: The Devil Made Flesh, 
but she's only interested in cases involving the af- 
terlife. You see, Catherine is obsessed with life 
after death because she only has six months to 
live. At least that's 
what she tells her 
new assistant Adri- 
ana. Only problem 
is that Catherine’s 
previous assistant, 

James, has sur- 
faced claiming that 
she hired him with 
the exact same 
story a year previ- 
ous. What's more, 
he has no memory 
of what happened 
to the both of them 
after ttieir last case 

a few months back. Confused? Not to worry. Mark 
Waid is a master storyteller and in this first of four 
issues he seamlessly packs in a tremendous 
amount of exposition and back story, a haunted 
park in Italy, a serial killer and a genuinely shock- 
ing cliffhanger. Minck Oosterveer’s art is quality 
stuff as well, but ultimately it’s Waid's fantastic 
script that makes this worth reading. 9 
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"One of the 
, genre's true 
: originals." 
— ^The Horror 
i Fiction 
Review 

"The hardest 
i of the 
I hardcore 
I horror 
writers." 
—Cemetery 
Dance 
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r'Trust me — this 
one will fry 
your nerves 
and break your 
leart." — Gary A. 
Braunbeck 

"Truly 

entertaining, 
no-frills horror, 
which is a 
damned good 
thing." 

— Horror World 


BOOKS u/lSH^S VOK 

A NAPPY, NoRRoR-FXLLED 
HoL:dAY SEASoa/! 


"Simon Clark 
has become one 
of my favorite 
horror writers, 
hands down." 
— Creature 
Corner 

"A master of 
eerie thrills." 
— Richard 
Laymon 


SIMON 

CLARK 


‘'Simon ( lark ha' 
whai ii takes lohe 
another Su-i'hen Kiim," 
— Henllcv I ilile 


GHOST 

MONSTfK 


"If Wrath 
doesn't make 
you cringe, 
then you must 
be riding in 
the wrong end 
of a hearse." 
— Jack 
\ Ketchum, 

' author of Old 
Flames 
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40 YEARS OF UK FEARS ? POST-MILLENNIAL MACABRE ’ FIENDS OF A FEATHER 


BEYOND HAMMER: 

BRITISH HORROR CINEMA SINCE 1970 

James Rose 
Auteur 

Blimey, guv'na, things ain't what they used to 
be! In this in-depth and eclectic study, James Rose 
takes a selection of British horror films (though his 
definition of “British" is a wee bit stretched by the 
inclusion of 4/7/lmenca/7 IVereivo/f/n Londori^ and 
places them in the context of post-Hammer 
themes and events in British culture and history. 
The flicks he chooses are diverse: from 1 970's The 
Vampire Lovers, through Death Line and Hell- 
raiser, to Shaun of the Dead and The Descent. 

Rose begins by briefly examining the output of 
Hammer studios’ golden age and placing it in the 
cultural context of the British post-war period. He 
ultimately extrapolates that one of the principal 
themes in British horror is that of “constructed evil" 
rather than fundamental evil; evil that is, as Rose 
puts it “a perversion of rational humanity" (to illus- 
trate his point, he draws attention to the number of 
monsters in British horror films that have the power 
of speech). 

Starting by considering The Quatermass Xperi- 
ment as a manifestation of an idiosyncratically 
British approach to terror, he then examines each 
film in deptii. The chapter on The Vampire Lovers 
delves into vampire mythology and the history of 
the bloodsucker in literature, as well as on screen; 
the section on The Wicker Man deals with the way 
that deception is explored and portrayed in the film; 
and the chapter on Shaun of the Dead. . . well, let’s 
just say by reading it you'll probably pick up a few 
seif-referential jokes you missed on the first sixth or 
even tenth viewing. 


There are a few infeiicities that let down an oth- 
erwise interesting study; the black and white stills 
from the films discussed, for example, have been 
very poorly reproduced and in some cases are too 
dark for the image to be clearly discerned. In addi- 
tion, the author occasionally seems confused; for 
instance, in a discussion of 28 Days Later, he con- 
flates Britain’s 2001 outbreak of foot-and-mouth 
disease with BSE (“mad cow” disease). But even 
despite these small problems, this is smashing stuff, 
mate. 

JUSTWE WARWICK 

THE NEW HORROR HANDBOOK 

A.S. Berman 

BearManor Media 

it isn’t easy being a horror movie fan in this still- 
young century; years of repeated abuse in the form 
of terrible films have left us bloodied, bruised and 
battered, yet we still go back to the well again and 
again, hoping that maybe this time it won’t hurt so 
much. Author A.S. Berman feels your pain, but also 
gives fans reason to rejoice because, as his New 
Horror Handbook illustrates, tilings aren’t as bleak 
as they seem. 

Comprised of equal parts interview and analysis, 
Berman hits the ground running with chapters on 
current genre heavyweights Eli Roth and Greg 
Maclean, discussing what forces drove them to 
create their most memorable works. Canadian hor- 
ror gets ample examination with the Ginger Snaps 
series and Vincenzo Natali’s Cube - in the process 
Berman reveals just how interconnected the Cana- 
dian horror scene is. Likewise France’s New Horror 
Wave receives coverage in the form of in-depth 
analysis of Inside and Fronderes, which links them 


thematically to the current wave of xenophobia 
washing over that nation (as exemplified by the fear 
of “the other” in these titles). We would also be re- 
miss in mentioning that there is a chapter devoted 
to Rue Morguds creation and operation, but for the 
sake of professionalism we decline comment, other 
than agreeing that it is quite comprehensive. 

Berman is also not afraid to critique and criticize; 
the Saw sequels get an evisceration that would 
make Jigsaw proud (ditto the Ginger Snaps se- 
quels). He is equally unaftaid to defend controver- 
sial figures such as Roth, and while his praise is 
unlikely to earn the filmmaker many new fans (es- 
pecially among those who’ve already dismissed his 
work), Berman raises many valid points in Roth’s 
defense. 

Ultimately The New Honor Handbook succeeds 
in its goal of demonstrating that even in this first 
decade of the century, horror is just as vital as ever, 
especially if you’re not afraid to travel off the beaten 
path and face what lurks in its shadows. 

BRAD ABRAHAM 

BELA LUGOSI AND BORIS KARLOFF: 
THE EXMNDEDSTORYOFA 
HAUNTING COLUBORATION 

Gregory William Mank 

McFarland 

Though there have been several books written 
over the years detailing the lives and careers of clas- 
sic horror cinema’s premier boogeymen, none are 
as exhaustive or as entertaining as Bela Lugosi and 
Boris Karloff: The Expanded Story of a Haunting Col- 
laboration. Author Gregory William Mank's monster- 
sized, 700-page tome presents readers with a 
revealing look at the actors most closely identified 
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SEEKING SPIRITS: 

THE LOST CASES OF THE ATLANTIC 
WRANORMAL SOCIETY 
Jason Hawes and Grant Wilson 
Pocket 

In this fascinating release, TAPS 
team leaders Mawes and Wilson 
(as seen on TV’s Ghost HunterS) 
recollect some of their early cases. In their charac- 
teristic down-to-earth style, they recount a selection 
of spectral anecdotes, seasoned with tricks and tips 
for aspiring ghost hunters. It's enough to make you 
want to grab an EVP recorder and head down to the 
nearest graveyard pronto. 

JUSTINE WARWICK 
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THE JUDAS SYNDROME j 

Michael Pocitl ! [[“'jj. ’ 

Seif-Published SYXIIltnMIi ‘ 

This overly ambitious debut , « 

novel from Michael Poeltl follows ^ 
a group of teenagers attempting ' 
to survive after a terrorist deto- ; 

nates a nuclear weapon in their ' , 

city. Plagued by throwaway 
characters and a continuously unconvincing and in- 
coherent narrative - that includes a barely devel- 
oped zombie subplot and a holy, talking skunk - this 
is truly an amateur effort. 

JESSA SOBCZUK 



THE WORLD MORE 
FULL OF WEEPING 

Robert J. Wlersema 
Chizine 

With The World More Full of 
Weeping author Robert J. 

Wiersema proves that one can 
tell an eerie and captivating story 
without resorting to violence or 
spilling a single drop of blood. This short novella, about 
a preteen who goes missing in the same woods that 
his father did as a child (where they both encounter a 
strange girl), is graceful and potent and will appeal to 
fans of quiet introspective horror. 

MONICA S.KUEBLER 

Z.E.O.: A ZOMBIE’S GUIDE TO GET 
TINGA(HEAO}iN BUSINESS 
Scott Kenemore 
Skyhorse 

There’s a lot that the business 
world could learn from zombies; 
they’re incredibly driven, don’t 
let anything get in the way of 
their goal and never take “No, 
no. please, nooooo!" for an ansvrer. Author Scott Ken- 
emore’s (severed) tongue-in-cheek guide is a fun and 
irisightful step-by-step handbook tliat details not only 
how to swim with the sharte, but also how to eat their 
brains. 

^ .'■iOt LANCE 
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with the roles of Dracula and Frankenstein's monster on ttie silver screen and the complex relation- 
ship they had with one another. 

Through the use of archival material and extensive interviews with friends, family, cast members 
and film crews. Mank examines the making of Lugosi and Karloff’s breakthrough films, notably the 
1 931 classics Dracula and Frankenstein, as well as their later shared projects [The Black Cat, The 
Raven, Son of Frankenstein, et al). He goes on to detail the actors’ personal triumphs (including their 
joining the newly formed Screen Actors Guild in 1933), disappointments (such as failed marriages 
and stretches of unemployment) and perceived rivalry. The book is also a vivid and compelling look 
at the studio system during Hollywood’s golden age, with an obvious focus on Universal Studios, the 
company that made the pair famous. But the poverty row establishments that the men (particularly 
Lugosi) would come to rely on for work later in their careers are given ample coverage, as well. 

This greatly revised and expanded edition of Mark’s 1990 effort Karloff and Lugosi- he chose to 
alter the title of this release as a tribute to Lugosi - also features a detailed filmography of the eight 
films the pair appeared in together and listings of all known theatre, film, radio and television ap- 
pearances for each actor. 

In addition, it contains hundreds of black and white and colour photographs, including some won- 
derful behind-tiie-scenes publicity shots and rare, candid pictures of the stars at home. (Karloff del- 
icately tending to his garden and Lugosi in a contemplative mood, sitting at his piano are just a 
couple of the exceptional images found within). Engagingly written and meticulously researched, 
Bela Lugosi and Boris Karloff \s a valuable resource that sheds much light on these enigmatic stars 
and an absolute must-own for their fans. 

JAMES BURRELL 


TWILIGHT ZONE; 19 ORIGINAL STORIES ON THE BOTH ANNIVERSARY 

Carol Seriing.ed 
Tom Doherty & Associates 

Submitted for your approval; a collection of pointed parables and tall tales ranging from the 
melancholy to the macabre, celebrating a half-century of The Twilight Zone - a television se- 
ries that’s influence, as this tome irrefutably proves, continues unabated to this day. 

This new anthology features stories from previous travellers to Selling’s dimension of imag- 
ination, as well as newcomers whose work was undoubtedly inspired by it. The book begins, 
fittingly, with David Hagberg’s “Genesis,” a fictionalized account of Serling’s own harrowing 
WWII experiences, which cleverly reimagines the writer’s life as a TZorigin story. 

77 veteran (and creator of The Walton^.) Earl Hamner Jr. contributes the bonsai-inspired “The 
Art of the Miniature,” a serviceable supernatural yarn that sadly contains none of the Southern 
stylings that made his scripts for the original series so singular. Some stories, such as “Ghost 
Writer” (by Serling’s older brother Bob), play on the show’s macabre twists, but others are dis- 
appointingly generic; Kelley Armstrong’s plodding, cliched “A Haunted House of Her Own" is so 







MAMMOTH SKYSCRAPTHS 
k oJ^ORETHUWWWC 
hk ACROSS THE A 
A EARTH! fl 




cinema, gracing posters for 
Creature From the Black La- 
nv^ ^oon (and its two sequels), /IT- 
* ' tack o! the 50 Foot Woman. 

Tarantula. This Island Earth, The 
Deadly Mantis. House on Haunted Hili. The 
^ Time Machine. The House of Usher. The 

Raven. Curucu. Beast of the Amazon {panted 
jT above) and The Masque of the Red Death. 

"Ttiere's something about the Creature 
from the Black Lagoon that touches some 
V , J deep primal nerve in me.” says Zimmer of 
his favourite Brown work. “That monster is 
one of the all-time greatest designs for a 
creature ever, and his renderings of it are just beautiful.” 

Although Reynold Brown originals now sell for between 
$4000 and $30,000, according to Zimmer, the artist was paid 
poorly by the studios. He received an average $300 per ad; by 
contrast. Universal had once offered Norman Rockwell 
$10,000. 

"Reynold preferred to do epic scenes of the Wild West, paint- 
ing horses and cowboys and Indians, or the highly detailed por- 
traits that he was so good at," reveals Zimmer. "Everything else 
was just a job, produced to earn a paycheck." 

He adds that the father of eight evnearly destroyed his 
genre work at one point. “Later in life he almost burned all of 
his monster-related artwork in a fire in the backyard! Most of 
those images were the first posters the family sold, so I think 
they all wanted to disassociate themselves from that work.” 

Despite how Brown felt about his genre output. A Life in Pic- 
lures makes it clear that he poured his soul into it. As Zimmer 
puts it. "You don't have Reynold Browns growing on trees, you 
know?" 9 


B efore viral ad campaigns and 

OTHER GIMMICKS, a movie poster was 
the studio's essential marketing tool. Littered 
throughout a newspapers' entertainment sec- 
tions, the ones for genre films called out with hy- v 
perbolic taglines, always claiming to be the most 
shocking, awe-inspiring epics ever brought to the 
local picture show. The artwork echoed the pande- ^ 

monium: cities on the brink of destruction; savage, *' 

forgotten tribes; the carnage wrought by monsters 
and gargantuan reptiles on the loose. Some of the f 
most memorable of these were the work of Reynold \ 

Brown (1917-1991), oneofthe most prolific poster m 
artists of the ’50s and ’60s, and the subject of the in- " 
sightful and richly illustrated Reynold Brown: A Life in Pictures (The 
Illustrated Press), by Daniel Zimmer and David J. Hornung. 

The 224-page hardcover features scores of Brown’s illustrations 
and details his life. A native Californian, he moved to New York in 
the mid-’40s, where he began his career in newspaper comics and 
aviation illustration. By the late ’40s, he had made a name for him- 
self by designing pulp novel covers for Signet and Pocket and draw- 
ing covers for Ropu/arSc/errce. In 1951 he returned to California and 
was quickly scouted by the film industry for his ability to meticu- 
lously capture the likeness of his subjects - a talent particularly use- 
ful for depicting monsters, aliens and madmen as larger than life. 

"There is a spirit of fun and vitality in those posters that is lack- 
ing from the other posters he was most proud of [the westerns, etc.], 
which to me seem somewhat drab and pedestrian by comparison." 
says Zimmer, who as a boy discovered Brown via a poster art book. 

Although Brown's brushstrokes would grace more than 300 film 
ads for various studios, including posters for westerns, musicals and 
adventure epics, his supremacy in the field of sci-fi and horror is 
undisputed. His iconic work defined an entire generation of genre 




LOVECRAF UNBOUND 

Ellen Datlow, ed. 

Dark Horse 

Lovecraft Unbound is far from your typical tribute 
anthology. In fact, if you miss the title, you could get 
two or three stories in without realizing you were 
reading a Lovecraft-inspired collection. The book’s 
contributors do not attempt to recreate Lovecraft’s 
distinctive voice nor do they utilize the mythos' most 
popular monsters in their tales, instead they explore 
and expand on the fundamental philosophical 
themes in HPL's work and bring them into their own 
modern literary worlds. 

With the exception of four reprints, the bulk of 
these twenty tales were specifically commissioned 
by editor Ellen Datlow for this collection. While they 
are not always explicitly horrific, as Lovecraft's own 
fiction is. the focus is on deep, psychological dread 
and the fear of the unknown 
and unfathomable. "The Cre- 
vasse" by Dale Bailey and 
Nathan Ballingrud brings us 
to Antarctica (a particularly 
intriguing location for a Love- 
craftian yarn), where a group 
of men stumble across a 
stairway leading down to an 
alien world. While the reader 
does not meet any of the 
creatures first-hand, the 
sheer terror of isolation as expressed via the inter- 
nal monologue of the story's protagonist is more 
than effective. Similarly, in Nick Mamatas' “That of 
Which We Speak When We Speak of the Unspeak- 
able" the main characters are found in their post- 
apocalyptic shelter by some slimy Yiths and the 
reader leaves the scene at the start of their attack. 
That is not to say that all the violence and gore hap- 
pens off-page, though; "The Din of Celestial Birds” 
by Brian Evenson describes a very painful and 
cringe-worthy transformation from man to man- 
eater that could easily put you off your lunch. 

Hardcore fans of Lovecraft will enjoy picking out 
the more obscure references, but even if you are 
new to HPL's weird tales, this is still an eerily enter- 
taining read. It is clear from Oatlow’s selections, as 
well as the personalized notes included in each au- 
thor’s biography, that Lovecraft will continue to twist 
the minds of writers for years to come - proving, 
perhaps, that the Old Ones never really die. 

JESSA SOBCZUK 
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out of step with the feel of The Twilight ZoneX\)aX one wonders whether she’s ever seen the show. 

However, Joe R. Lansdale’s “Tom Away” perfectly embodies the qualities 
that made the series unique. In fact, it’s impossible to read ttie story without 
picturing it playing out in black and white, accompanied by the nerve-jangling 
plucked strings of Marius Constant’s immortal theme music. Lansdaie even 
apes the budget constrainte of ’50s television, restricting the bulk of his tale 
of a small-town sheriff and his peculiar prisoner to one room. By all rights, 
this story should be sent back in time and adapted just so the leads could be 
played by Jack Klugman and Burgess Meredith. 

Things close off with an appropriately posthumous contribution from Ser- 
ling himself. Even In outline form, “El Moe" - a darkly comic tale of a Jewish 
con artist mistaken for a Mexican folk hero, who becomes the real thing - is vintage Rod Serling, and a 
fitting coda not only for this collection, but for die series it inspired. 

JOSEPH O’BRIEN 

VISIONS DEFERRED: THREE UNFILMED SCREENPLAYS BY RICHARD MATHESDN 

Richarcf Matheson 
Edge Books 

Besides having had an obvious influence on George A. Romero's Night of the Living Dead (X%8), 
Richard Matheson’s seminal vampire novel I Am Legend has also directly inspired three major motion 
pictures of diminishing quality: The Last Man on Earth (1964), The Omega Man (1971) and 2007’s ut- 
terly abysmal Will Smith-led travesty. The first two films possess their charms, but Matheson has always 
been very outspoken about his opinion of the adaptations. In an interview in Visions Deferred, die author 
tears on the “terrible” films and dishes on why his own screenplay - published here in its entirety for the 
first time - has never made it to screen. 

Shordy after he finished the book in 1954, Matheson wrote a screenplay based on I Am Legend c^\e6 
Night CreaturesXor Hammer, which was rejected by censors for language and "over-emphasis on grue- 
someness” (that egregious letter and its comical notes are also reprinted here). After Hammer passed 
on the script, it migrated to producer Robert L. Uppert, who had it rewritten 
to become The Last Man on Earth. Matheson was so unhappy with the re- 
sulting screenplay that he had his name replaced with the pseudonym Logan 
Swanson. 

Many years later, things were looking up when I Am Legend ended up in the 
hands of Ridley Scod, with Arnold Schwarzenegger rumoured to be on board 
to play Neville and Rob Bottin doing the vampires and makeup (how killer 
would that have been?!). Depressingly, that never happened and instead 
Michael Bay had it rewritten again for Constandne director Francis Lawrence, 
who gave us The Fresh Prince of Bel Air talking to mannequins in lion-infested 
downtown New York (sigh). 

Until now, the only people who've had a chance to see Matheson's vi- 
sion for an I Am LegendXWm were privileged movie industry types, finally, fans can read the author’s 
take on his own story, which is really the only version that matters, as it stays true to the dark, 
lonely, heartbreaking tone of the novel - right down to its perfectly bleak ending. Also included are 
two other screenplays that have yet to be filmed; the shocking masterpiece The Distributor {based 
on the short story of the same name, which surely had a huge influence on Stephen King’s Need- 
ful Things) and the ingenious black comedy Sweethearts and Horrors, which was scripted to reunite 
the cast of Comedy of Terrors. 

Obviously indispensible for screenwriters and readers alike. Visions Deferred is an aptly titled collec- 
tion of legendary works by a legendary writer. And while the definitive cinematic version of I Am Legend 
is still in limbo, here’s hoping the fourth time is a charm. 

JOVANKA VUCKOVIC 
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The legendary author of more than fifty bestselling books 
in an exclusive in-person Canadian event to introduce his new novel 

UNDER THE DOME. 

Plus an on-stage conversation with film director DAVID CRONENBERG 
Hosted by GEORGE STROUMBOULOPOULOS 

19 NOVEMBER 2009, 8PM 
CANON THEATRE, TORONTO 

Tickets $28 and $33 available online at www.ticketking.com, or call TicketKing at 800-461-3333 
or in person at these box offices; Rcyal ^ejKindra Theatre (260 King St W), fVincess of Wales Theatre (300 King St W). 
Please note there will be no autographing at this event. 
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plaining in Spanish that she was making an offering 
to “keep the peace.” Are the skulls really so bad? 
“No, not the skulls, sehor, but los espiritus." 

The skulls are arranged on the sill of a stone win- 
dow, and behind them is a murky blackness. The 
woman motions me forward and indicates that I 
should iook downward through the window. “Look, 
tos esqueletos, if they are happy they will help you, 
but if not they are peligroso [dangerous].” When the 
darkness is penetrated one is confronted with an 
overwhelming spectacle of human mortality, a 30- 
foot-deep vat completely lined with human bones. 
Surrounding a central tomb are rows of haphazardly 
arranged skulls; they give way to two registers of 
skeletons, which are in turn surmounted by further 
rows of skulls arching towards the top of the vault. 
The scant light that falls all the way to the bottom of 
the pit creates a sense of anxiety - nohiing is fully 
delineated, and the flickering of the light makes it 
seem as if things are writhing down below. 

The old woman who was making an offering at 
the tomb is uncomfortable discussing what she be- 
lieves lurks below, Los espiribjscan help o' they can 
hinder; she says that her daughter, after many years 
of unsuccessfully frying to bear a child, turned to 
them for assistance and they rewarded her with a 
son. But now they need to be continually placated, 
lest they decide to take him back. When she sees 
that I am somewhat incredulous, she explains that 
they fried once to stop making the offerings and the 
boy took ill. Greedy spirits? “They are los Es- 


terrupted by the windows which puncture the dome 
- the skulls placed on their sills give the first hint of 
the macabre. What appears to be a dichotomy be- 
tween the interior and exterior is in fact meant as a 
cohesive statement of Belon’s faith: the kingdom of 
death is overcome by Christ’s sacrifice and the Pieta 
directly above provides a path for man’s enlighten- 
ment and salvation (the oculus). 

The extreme morbidity of Belon’s vision over- 
whelms this message, however, and it is death 
which reigns supreme here, and aiso presents a co- 
nundrum because there is no apparent access to the 
bottom of the tomb. It is as if the display below is 
there of its own accord. Amidst the danse macabre 
lining the interior walls, we can make out Belon's 
grave marker, but there is simply no way down it 
seems. In fact, access is a carefully hidden secret. A 
trap door in the floor of the church can be opened, 
revealing a rough-hewn passageway lined with 
shrines and bits of bone, culminating in a wooden 
pane! which serves as a secret doorway at the bot- 
tom of the well. This passageway also leads to the 
burial chamber of Torres Belon and his wife, whose 
actual caskets were placed in the dirt and rock be- 
neath the floor of the tomb. 

There, an elderly lady has just deposited a few 
pieces of candy in front of a row of five human 
skuils. Turning to leave, she suddenly becames 
aware of my presence. She was certainly not ex- 
pecting to see an outsider - they don’t get many 
here - and smiles at my quizzical expression, ex- 


i t is regarded as the world’s most unique and 

I I macabre tomb - and it is not in Paris or 
J I Rome, or any of the other major cities fa- 
mous for unique burial sites. This profoundly 
personal memento mori sits high in the Peruvian 
Andes in the tranquil village of Lampa. Almost com- 
pletely unknown outside of the region, this sepul- 
chral masterpiece is South America’s largest 
decorated ossuary, and perhaps the only charnel in 
the world constructed as a memorial for a single in- 
dividual. Ensconced here as the Mausolus of the 
Andes is Enrique Torres Belon, and the tomb he con- 
ceived reveals a post-mortem vision so powerful 
that ft has taken on its own life in the consciousness 
of the town. 

Torres Belon traced his ancestry to the original 
16th-century Spanish gentry that founded both the 
city and the local mines which provided its wealth. 
Through that inheritance he gained a small fortune 
and prominent social status. He believed his an- 
cestry entitled him to something more, however: 
the skeletal remains of the generations of 
Spaniards who had once dominated the town. 
When the aging colonial church needed a restora- 
tion in the 1960s, he offered to fund it - provided 
the church oblige him with a concession. He 
wished to disinter the skeletal remains of the old 
Spaniards and use them to decorate a tomb for 
hjmself and his wife. More than 50 skeletons and 
2000 skulls were dredged up and arranged in a 
cylinder which had been dug into the bedrock. 
Construction was completed in early 1 968, just in 
time for Belon’s last rites, less than a year later. 

O^ming to the village in search of the 
macabre, we are initially confused and 
disappointed, even when guided into 
the large church annex in which the 
tomb is housed. Belon was intent 
on playing a kind of game with 
potential visitors; he knew they 
would be attracted by the spec- 
tre of death, but first gives them 
something very different - a huge 
stone dome topped by a reproduction 
of Michelangelo’s Pieta. Above is an oculus, 
which bathes the structure in clear, brilliant An 
dean sunlight. But be initial impression is in- 



panoles," she explains. “My people are Indies, these 
esqueletos governed us for many generations, and 
they still have power over the people here.’" With that 
she scurries off, but has provided a curious socio-po- 
litical comment; as in life, so in death, apparently. 

More willing guides are found among the boys who 
work in the church. For a small fee they will tell visi- 
tors the history of the tomb. For a large fee they will 
reveal the secret passage and allow visitors to sneak 
down to the bottom. “People claim all kinds of things 
about the tomb,” says Eduardo, one of the boys. 
“Some people claim they see ghosts in here, or 
around the church, especially at night.” 

The old lady who left candy before the skulls was sim- 
ply continuing a long-standing practice of making offer- 
ings at the tomb. There are, in fact, two holidays 
proclaimed by the church for veneration here - July 1 2 
and October 16, they are the anniversaries of Belon’s 
birth and death respectively, and have taken on signifi- 
cance in Lampa somewhat like All Souls’ Day. These are 
official services, however, and the locals can and do 
make offerings at the tomb whenever they see fit. Some 
of the donations can be poignant; when the son of a 
woman in a nearby village died, for instance, she came 
to Lampa and gave an offering and left the boy’s photo- 
graph with the hope that the spirits in the tomb would 
recognize him if they encountered him and help him 
along his path. 

Most of the gifts, however, are small, seemingly 
random tokens, and curious arrays of articles man- 
age to accumulate before the church sees fit to re- 
move them. Asked about the strangest things that 
have been left, Pedro, a local boy who was baptized 
in the church, recalls that a mysterious man once 
came to Lampa and left a dead squirrel and a freshly 
severed goat's head, but “the church was not pleased 
and removed them quickly." More common are coins, 
and items such as cigarettes and condoms. Asked 
why the dead need cigarettes and condoms, Pedro 
shrugs. “Who knows what the dead want? You can 
only guess, and hope they accept it. These are useful 
things to the living, so maybe spirits want them also.” 
Again, as in life, so in death. 

Lampa is about 20 km northwest of Juliaca, which 
is accessible by the only northwest road (not a num- 
bered highway) leading out of the city (any of the lo- 
cals can point it out). Taxis are available (price 
negotiable, but $20 USD round trip is a reasonable 
fare) as well as colectivos (private minivans) - inquire 
around the Plaza Mayor in Juliaca. 9 



The Tomb of Belon: Images from the spooky sepulchre designed by Enrique Torres Belon before his deab . 
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Region coding enhancement (RCE) wasn't 
going to be an issue for me; any film I wanted was 
going to be available because I lived in the num- 
ber 1 region! Besides, RCE was a tool for major 
Hollywood studios to restrict distribution of main- 
stream films in certain markets, and I wasn’t in- 
terested in those, 

I quickly realized how wrong I was when I began 
collecting import Hong Kong and Japanese DVDs. 
The heartache of having to ignore R3 titles such as 
Battle Royale (2000) (which is still only officially 
available as a Hong Kong, Japanese or European 
import) or Ichi the Killer (2Q0^ ), combined with the 
number of discs that weren’t properly labelled as 
being PAL-standard or region-coded drove me into 
one of the cramped electronics stores in the local 
Hong Kong-styled mall. Region/broadcast standard 
freedom was mine for a few sawbucks. 

There is a world of fantastic cinema out there, 
but to indulge in it you have to be prepared to ac- 
commodate the world. Here are but a few reasons 
why a region-free player is an es- 
sential tool for the hardcore horror 
fan; ~=“ 

PHAmSM SPHERE: 

THE COMPLETE COUECTION j 

Universal’s recent bare-bonesRI j 

DVD of the woefully underrated 
Phantasm 2 is the latest in a round 
of scattershot releases of Don 
Coscarelli’s much-beloved hor- 
ror/sci-fi series. Fortunately for phans. Anchor Bay 
UK released a five-disc set in 2005 that contains all 
four films in phantastic quality, plus a bonus disc 
with nearly three hours of supplements. Best of all, 
it’s packaged in a replica of one of the infamous 
brain-sucking balls. There is gimmick packaging 
that is more elaborate than this, but none that looks 
cooler sitting on your DVD shelf. 


SAZUMA 

This Austrian label recently its closed doors, leav- 
ing behind a small but stellar catalogue of gor- 
geously packaged releases, most notably an 
exquisite but bare-bones Uftrabit Edition of Umberto 



HOW TO GET YOUR REGION-FREE GLOBAL GORE FIX 




Lenzl's trashy gutmuncher Cannibal Ferox (1980) 
and a two-disc Deluxe Edition of Karim Hussain’s 
low-budget cinematic fever dream Subconscious 
Cruelty {^999), arguably ttie most notorious film to 
come out of Canada. The Sazuma Ferox release 
paired with the Grindhouse Releasing R1 disc 
makes for the ultimate word on that film, and the 
Subconscious Cruelty is pretty much the 
only show in town for this mesmerizing slice 
I of transgressive genius. 

VIOLENT SHimWGi 

German underground gore god Andreas 
Schnaas has had a devil of a time 
securing distribution in North 
America. Shock-O-Rama Cinema’s 
release of 1 999 film Wo/enf Shit III 
(pictured above), retitled Zombie 
Doom (which includes Zombie 90: Ex- 
treme Pestilence as an extra), is the only 
R1 love he's received. While rumours of 
impending R1 releases come and go reg- 
ularly, for now fans of his ridiculously vio- 
lent and gory shot-on-video shit can find 
much satisfaction in German label Astro's 
two-disc Violent Shit: Die Trilogie set. There are no 
English-language options, but ‘’Aaaaah!” and 
"Argh!” are the same in any tongue! 

MONDO MACABRO UK 

Before they shut down operations, the original 
British arm of this company released a first-rate edi- 


tion of Dr. Jekyll Versus the Werewolf 0972). star- 
ring Spanish horror legend Paul Naschy, an essen- 
tial fitle for fans of the Crimson Castillian. and one 
that is still conspicuously absent from their RT cat- 
alogue. 

SHAMELESS SCREEN ENTERTAINMENT 

These relative newcomers to the UK DVD scene 
have released eighteen region-free PAL discs 
since 2007, most of which have had equivalent RT 
releases by the usual suspects (Anchor Bay, Blue 
Underground, Shriek Show. etc), but in its cata- 
logue are a couple of favourites ’round Casa del 
Gore-met: Massimo Dallamano’s 
excellent giallo/poliziotteschi hy- 
brid What Have They Done to Your 
Daughters? (1974) and Guiliano 
Carnimeo's jaw-dropping sleazer 
Batman (1988). Dallamano's film 
is the second in a loose “school- 
girls in peril” trilogy that includes 
What Have They Done to Solange? 
(1972) and Enigma rosso (1978), 
and features some surprisingly 
gory meat cleaver mayhem and 
autopsy gross-outs. Batman has the world’s 
smallest man. Nelson de la Rosa, fitted with hilar- 
ious fangs and claws so he can eat the faces off 
of swimsuit models, much to the horror of David 
Warbeck and Janet Agren's characters. Shame- 
less skimps on extras in favour of wonderfully lurid 
cover art and a low price point. 
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A. Szulkin. 


"A scathing, sleazy, 
»«thuw8h*stonn.., 
LACK DEVJL DOLL 
llivers!’ 

-OreettCarrtral.Com 


-HomjrMovies. 


Black Devil Doll is hilariously daring and viciously 
offensive . . . it’s a new trash classic that will 
become the ultimate party film . . 


A nasty little opus shamelessly brimming with 
gruesome violence, graphic sex, and a ceaseless 
stream of the “N-word.” I'm still recovering, and I 
can't wait to see it again!" 

Ot i.C< 


IT’S here: 


NOW at WWW .biackdeviidou .comj 


C 2009 Lowest Common Denominator Entertainment All rights reserved, muthafukka! Ad created by Stephen Romano wvww.shockfestival.net 
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"Black Devil Doll is an instant cult classic." 


A hilarious, over-the-top, sex-filled gorefest!" 


^18 movie delivers the 
total package to your 
door and says “F'" ' 

•our when youi 
for it" 


BLACK DEVIL DOLL is a relentlessly abusive 
and uproarious onslaught of misogyny, mutilation 
mayonnaise, mass murder, graphic sodomy, toilet 
humor and racially charged puppet high-jinks . . . 
this movie delivers the total package to your door 
and says “FUCK YOU!" when you sign for it.” 


Black Devil Doll is a scathing, sleazy, seething 
shitstorm (literally) that will have blaxploitation fans 
singing hosannas, PC types screaming for blood, 
and any innocent bystanders in conniption fits." 


‘IIIDS,DOn'T USE DRUGS! . 


GIVE Em TO 
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REVIEWS BY JAMES BURRELL KEITH CARMAN. EVAN DAVIES. 
MARK R. HASAN. JASON LAPEYRE AND SEAN PLUMMER 




THE BELIEVERS «« 

J. Peter Robinson 

Perseverance 

It’s a bit surprising to learn that one of 
the best horror scores of the '80s 
was a first-time feature film effort, 
butJ. Peter Robinson's TheBelievers 
still packs a punch with a title theme 
layered with authentic voodoo per- 
cussion and incantations, western 
chorales and snarling synthetic 
brass. Part of the score’s success is 
the clever co-mingling of three 
themes, including the tide music, a 
love theme {admittedly syrupy in its 
all-synth versions) and a lullaby 
chime that slowly erodes, comple- 
menting the narrative, in which a 
boy's home life is threatened by a ne- 
farious cult. Perseverance’s CD (lim- 
ited to 1000 copies) runs over 58 
minutes, with previously unreleased 
material that reduces the occasional 
monotony of the shorter LP release. 
The orchestral emulations are fresh 
and visceral, making this a first-rate 
score to play in the dark. 

MRH 
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HALLOWEEN II gnna 

Various Artists 
Hip-O/Unwersal 

Not all fright fans appreciate Rob 
Zombie’s films, especially after he 
mutilated John Carpenter's Hal- 
loween. But die horror rocker’s abil- 
ity to assemble a good soundtrack 
shouldn’t surprise anyone. Hal- 
loween Its combo of vintage rock 
and punk, dialogue clips and new 


music is entertaining. Zombie takes 
grisly delight in contrasting omi- 
nous/obscene sound bites with clas- 
sic tracks - for example, 1 Dec’s "The 
Things We Do for Love" and The 
Moody Blues’ “Nights In White Satin." 
H2s fictional band Captain Clegg and 
the Night Creatures delivers stomp- 
ing psychobilly (“Transylvania Terror 
Train") and straight-up country 
(“Honky Tonk Halloween”), while the 
more aggressive stuff comes in die 
form of '80s hardcore (Void’s "Time 
To Die") and metal (Motorhead’s “The 
Chase is Beder Than the Catch"). 
Quieter moments come from Zombie 
guitarist John 5’s piano-led “Laurie’s 
Theme," and Nan Vernon turns 
Nazareth’s “Love Hurts” into a lullaby. 
Too bad the movie wasn’t more of a 
deal SP 



Vorhaus). Used in the film's black 
mass sequence, it’s an intense piece 
of electronic bedlam that incorporates 
screams and assorted hellish sounds. 
As a bonus, two tracks from the band 
Stoneground (“You Beder Come 
Through for Me” and "Alligator Man”), 
featured in the film's infamous party- 
crasher scene, are included. 

JB 



DRACULAA.D.1972 

Mike Vickers 
BSX 

Wanting to inject new blood into its 
Dracula series. Hammer Studios took 
the Count out of his 19th-century 
gothic seding and put him in hip, 
swinging early ’70s London for the 
company's sixth Dracu/a outing. Nat- 
urally, an updated score was sought, 
and composer Mike Vickers (of Man- 
fred Mann) was brought on board. 
While previous Dracula films (scored 
by Hammer mainstay James 
Bernard) would utilize traditional or- 
chestral instruments such as violins, 
trumpet and timpani, Dracula AD.'s 
funky sound comes from punchy 
jazz-pop-styied rhythms for action 
sequences (think John Barry’s scores 
for ’70s Bond flicks), with saxophone, 
electric guitar, horns, bongos and 
drums: organ, cymbals and snare 
drum are used for more sombre, 
gottiic motifs. Particularly notable is 
the electro-acoustic track, “Devil’s 
Circle Music" (composed by David 


MUTILATORS Ifstohbiuti 

She Put the Baby in the Microwave 
Stroked And Bored 
It’s obvious psychobilly’s time in the 
spotlight is dying when a mediocre 
band such as The Mutilators can 
issue an album like this and be 
praised for it by the likes of Mad Sin 
and Nekromantix. These guys toe the 
line with standard slap ’n’ twang 
tunes (other than a drawn-out lead 
track that grinds the joke into the 
dust before shooting off into a 
dance/rap bridge) paired with ridicu- 
lous lyrics such as “Gay Love Song 
For Nick 13,” “I Fucked A Zombie" 
and “I’m SOOOOO Psychobilly. "Trou- 


ble is, not only do they perform a 
mediocre version of the music they 
mock but the jokes are as lowest 
common denominator as the tunes. 
This is a one-trick pony that gamers a 
modest chuckle at best. It's like 
watching teenagers imitate Jackass 
- kinda funny but ultimately just sad. 
KC^ 



INSANE CLOWN POSSE uptop 

Bang Pow Boom 

PsyCHOPATHIC 

It’s pointless to review an Insane 
Clown Posse record. They exist in a 
critic-proof zone, where the quality 
of the product bears no relationship 
to its consumption (kin of like the 
Jonas Brothers or the American Re- 
publican Party). If you want this 
record, nothing will convince you 
not to get it. If you don't want it, 
nothing will convince you to get it. 
So I’m just wasting space by telling 
you that this immature, simplistic 
music revels in its own dumbness. 
The beats are lame, the vocals can’t 
even be called rapping and the 



TRUE BLOOD 

Nathan Barr 

Varese Sarabande 

Nathan Barr's style of folk and classical has 
given horror films such as ttiose in the Hos- 
fe/series far more emotional depth than they 
deserve, mostly because of the composer's 
knack for expressing irony, emotional vul- 
nerability and pitch-black humour in a single cue. His True Blood is exqui- 
site for the way he uses the sounds of a few instruments to create a broad 
emotional palette. Chamber arrangements capture painful intimacy, and a 
focus on string vibrato gives tracks such as “The Tribunal" a searing emo- 
tional quality. The score also contains shades of nastiness, as in the sud- 
den metallic sounds that smother soft tones in “Grieve to Grave to Groove.” 
Several contemporary theme versions and vocal tracks also give the album 
variety. While most cues run around two minutes, it doesn’t detract from 
this wry little album about blood lust. MRH 







"Fright night, who s it gonna he tonight? ” 

J. CEILS BAND 

For every boy (or girl) who falls in love with horror movies, there’s another 
falling in love with horror movie reiusic. Alright perhaps it’s nowhere near 
a 1 :1 ratio but there are at least two boys whose eBay and yard sale hunts 
are much more about scoring vinyl albums than VHS; Aaron Ross and 
Matthew Arkell of Chicago. 

Aaron (a student of classical music) and Matthew (a club DJ) discovered 
the sounds of John Carpenter early in life, watching stuff like Christine on 
TV. Now grown up, they’ve formed Gatekeeper, a disco-electro-industrial 
act with a heart-on for Carpenter. Claudio Simonetti and other masters of 
spooky synth scores. 

“We came together more over an affinity for horror movie soundtracks 
than horror movies themselves.” explains Aaron. “I have a much larger li- 
brary of soundtracks than I’ve actually seen films.” 

Gatekeeper’s debut EP Optimum Maximus is four fracks of eerie instru- 
mental chills, crafted on vintage analogue gear and definitely retro, but 
also drawing from their hometown's 
legacy of house and industrial. Its release 
on October 31 also served as the launch 
for a new label called Fright. Created by 
Jon Berry and Michael Mayer of the highly 
regarded German techno label Kompakt, 
Fright will specialize in dark disco and 
other “serial killer symphonies" inspired 
by horror film scores of the 1970s and 
'80s. You can probably trace the club kids' 
renewed interest in this stuff to Justice’s 
2007 hit “Phantom.” which made liberal use of Goblin’s 1982 theme for Ar- 
gento's Tenebre - a score Aaron calls one of his favourites. 

“We’ve watched [Tenebre] muted to examine the effects, actually,” he 
says. “It reads in a completely opposite sense. We’ve definitely used Ar- 
gento as a visual aid in our own compositions. But our music is more ac- 
cessible because it uses other forms of electronic music, like industrial. 
It's pop music combined with film scores." 

^ Although primarily a studio project. Gatekeeper does emerge for the oc- 
casional fog-filled gig. And you'll definitely want to get up and dance to it, 
so check their strangely named (but Liisa-approved) page at 
myspace.com/iiigatekeeperiii for dates in your area. 

SOUND BITE; Halloween may be over for another 
year but if you want to keep it going 365, go down- 
load the new single from /yice Cooper, “Keepin’ Hal- 
loween Alive” (Shout Factory). Co-written by Piggy 
D (Rob Zombie), the sleezy garage-punk track is 
short but sweet, making it the perfect year-round 
aural treat. There’s even an instrumental 
karaoke version available for all you shock 
rocker wannabes. 

THE BLOOD SPATTERED GUIDE CAN BE HEARD WEEKLY ON RUEMORGUERADIO.COM 




songwriting just cycles through the 
same unimaginative violence and 
porn themes (songs include “Zom- 
bie Slide,” “I Found a Body” and 
"Imma Kill You”). Even if I told you 
there was a song on this supposed 
“horrorcore” record that reminded 
me of OJ Jazzy Jeff & the Fresh 
Prince’s “Summertime," it still 
wouldn't change your mind. So, If 
you're not an ICP fan, go on to the 
next review. And if you are, you can 
resume hitting yourself in the head 
with a hammer. JL DOA 



PORTAL l«™i 

SwarOi 

Profound Lore 

Since numerous death metal bands 
are as technically virtuosic as they 
are tragically homogenous, atmos- 
phere becomes a crucial and divid- 
ing line between the so-sos and the 
visionaries. Australia's insanely 
weird/brilliant Portal is of the latter 
group. Building on 2007’s essential 
Outre, Swarth is a churning mass of 
ominous, rumbling and dissonant 
death metal that distinguishes itself 
by creating an eerie, overwhelmingly 
abysmal cinematic mood. Raw and 
visceral, the songs are full of rhyth- 
mic disjointedness, where pounding, 
tnbal drumming builds into a chaotic 
madness along with swarming gui- 
tars before abruptly grinding to a 
halt. The effect is unsettling to say 
the least. Come to ttiink of it every- 
thing about the band - from cryptic, 
poly-lingual lyrics that read more like 
incantations, to creepy, Victorian- 
style sepia-toned promo photos - is 
unsettling. This is deeply powerful 
and dark music. ED 



NILE l«f»l 

Those Whom The Gods Detest 
NuaEAR Bu«t 

Nile’s instantly recognizable style of 


death metal - heavily influenced by 
the mythology, rituals and melodies 
of ancient Egyptian - has for the last 
fifteen years or so been a real breath 
of fresh air. Their near-academic ap- 
proach to lyrical concepts concern- 
ing Mesopotamian torture, death and 
the afterlife is admirable, as is their 
ongoing interest in H.P. Lovecraft’s 
mythos, here represented in the epic, 
standout track “4th Arra of Dagon” - 
a rumbling evocation of the mad- 
dening, terrifying depths of the au- 
thor's fictional world. The speed, 
foreboding atmosphere, brutality and 
complexity of their arrangements re- 
mains full-on, so the only problem is 
that it just sounds like it's all been 
done before and becomes becomes 
numbingly repetitious. That’s not to 
say it isn’t good and heavy as fuck 
on its own, but the bottom line is that 
if you’ve heard any of their last three 
albums, you’ve heard this one too. 
For the uninitiated or diehards only. 
ED m 



Dreadful Pleasures 
Razorback 

Behold: one of few instances where 
a band refuses to reinvent the 
wheel yet still boasts more original- 
ity and interesting music than the 
majority of its contemporaries. 
Dreadful Pleasures finds Revolting 
mining the well-plundered vaults of 
Six Feet Under and Entombed yet 
coming up with some true gems of 
its own. From the mid-tempo grind 
that churns like some sort of mono- 
lithic wheel, to the occasional black 
metal-inspired blasts and screech- 
ing vocals, tracks such as "Sheetar 
the Bloodqueen” and “Moonshine 
Mutilation” prove to be endlessly 
enthralling and eerily guttural. Nat- 
urally, some of the lyrics are a tad 
ridiculous, but when delivered in the 
scene's typically cacophonous 
manner, it doesn’t really matter. Im- 
pressive despite its conformist 
framework, Dreadful Pleasures is a 
strong testament to this power trio's 
outright adoration for old-schooi 
death metal. KC 
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From grindcore gurus Carcass to death masters Cannibal 
Corpse, thrashers Toxic Holocaust and their onslaught of imita- 
tors, the subgenre is overrun with heavy bands honouring horror. Con- 
verseiy, there are very few record labels dedicated to issuing extreme 
music focused on disgust and fright. Farmingvilie, New York-based label 
Razorback Records is one of those outfits. Formed by Billy Nocera eleven 
years ago as a means of bringing together his two loves - horror and 
metal - the independent operation has released over 54 titles in styles 
ranging from thrash to death to grind by a variety of genre luminaries in- 
cluding Evil Army, Lord Gore, Frightmare, Mortician and Exhumed. 

“I actually got into metal because the music reminded me of horror 
films and horror comic art. If it wasn’t for my love for the horror genre, I 
would have never gotten into metal," Nocera tells Rue Morgue, adding 
that it was the classic album cover art that hooked him on metal in the first 
place. "When I saw those awesome Iron Maiden album covers, they made 
me think of horror films. To me. metal was always like a horror movie 
come to life via music. I think of metal albums as being mini-horror 
movies.” 

Later, a dissatisfaction with the direction that metal was taking spurred 
him on to start his own label. He pilfered its name from his favourite Aus- 
tralian flick and began releasing records from gore-obsessed metal acts. 

"I didn’t like where death metal was heading at that time,” he recalls. 
"Bands were losing or forgetting their horror roots and focusing more on 
generic death/murder themes that had nothing to do with horror at all. It 
was just random ‘hack up and kill’-type lyrics written with no purpose or 
reason. Most of these bands were more into watching football on TV than 
watching a real horror movie. I wanted to work with bands that were truly 
fans of the genre.” 

Similarly, as extreme music became more common, Nocera 
found that there was less attention being paid to an- 
other crucial aspect: artwork. Where many of his 
favourite acts once boasted unforgettable imagery on 
their albums, this was becoming less of a staple. His 
reaction was to make horror-themed art a Razorback 
calling card of sorts. 


“1 work with bands who appreciate real hand-drawn or painted art- 
work." he says. “I look at my releases in the same way as those great old 
VHS tapes 1 would always gawk at when I was a kid in mom-and-pop 
video stores; they have that eye-catching artwork, not that photoshop/dig- 
ital look that has almost ruined the greatness of album and movie poster 
art in this era." 

Although his budget is limited, Nocera has employed established de- 
signers such as Chas Baiun (illustrator and creator of Deep Red Magazine 
and author of the books Horror Holocaust and Gore Score), comic artist 
Zornow (Werewolf. HorrorBook /),Adam Geyer(the Papa Zuzu comic, 
art for the reissued Creepy and, most notably, Ed Repka, the talent behind 
unforgettable album covers such as Megadeth's Peace Sells.. .But Who's 
Buying, Death's Leprosy and more recently 3 Inches Of Blood’s Advance 
and Vanquish. 

Utilizing their talents has resulted in inimitable Razorback covers such 
as Hooded Menace’s Fulfill the Curse collage featuring Paul Naschy, Lady 
Frankenstein and the Blind Dead, as well as Frightmare’s homage to Jason 
Voorhees, Michael Myers and Freddy Krueger on Midnight Murder Mania, 
which particularly recalls those old video box covers. 

That said. Nocera is quick to point out that metal and horror don’t go 
hand-in-hand for everyone. 

"Believe it or not, there are a lot of death metal fans who have no in- 
terest in horror at all, which totally annoys the hell out of me. To me, death 
metal is all about horror. It boggles my mind how some death metal fans 
could never understand the greatness of a film like The Beyond or Re- 
Animator... but believe me there are. I guess to me, that's the biggest 
‘horror’ of all.” 
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i THINK 8F METAL ALBUMS AS BEING 

MINI-HORROR MOVIES. 
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GAMES REVIEWED BY ANDREW LEE ' 

HIGHESI RATINE IS ME 


GRAPHICS A 


WOLFENSTEIN 

Xbox 360, PS3, PC 
Activision 

Sure, Lara Croft might look better in a 
bikini, but when you want to scorch hordes 
of SS Schweinhund your trusty Flam- 
menwerfer, you want to have an uber-sol- 
dier such as Wolfenstein's B J. Blazkowicz 
puiling the trigger. In this sequel to 2001 's 
Return to Castle Wolfenstein, the Nazis 
have created a porthole to a supernatural 
dimension, which has enabled them to create powerful weapons and 
monsters in yet another attempt to take over the world. It’s up to B.J. to 
stop them. 

Action takes place in environments, such as an underground bunker, 
a labyrinthine sewer system, creepy hospital and the interior of a Zep- 
pelin. Players battle German super-soldiers, mutated humans, insect- 
like “geists," plus a couple of colossal Lovecraftian monsters. Along the 
way you'll seek out gold treasures which can be traded in to upgrade 
standard WWII-era weapons, as well as acquire mystical weaponry and 
occult powers that’ll allow you to slow down time and move through ob- 
stacles. 

The storyline takes a backseat to the visuals, however, Wolfenstein's 
graphics are crisp, which is a treat once the blood starts flying: you can 
shoot limbs right off of your opponents, grenades turn foes into meattoaf 
and one of the guns even disintegrates enemies entirely. The outstanding 
sound effects take things to a whole new level of immersive realism - 
stab a soldier in the throat with a bayonet and listen to him choke to death 
on his own blood. As a first-person shooter goes, it’s the perfect game 
for the inglourious basterd in ail of us. 




CURSED MOUNTAIN 

Wii 

DeepSitver 41 * 1 ^ 

As if Climbing the Himalayas wasn't hard 
enough, imagine being terrorized by angry 
spectres while doing it. In Cursed Mountain, a 
survival horror title developed exclusively for 
the Wii. you'll have to use the controllers to both 
scale mountains and fight off spooks. 

A remarkably eerie soundscape of blowing 
snow and chanting Buddhist monks accompanies you throughout your 
journey across detailed landscapes, snowy mazes. Sherpa villages and 
Buddhist temples. Here you search for your brother who went missing 
while on a quest for a secret Buddhist relic. Along the way. you'll also 
have to battle a multitude of ghosts intent on stopping you from reach- 
ing the summit. 

This is a slow-paced, sophisticated game in the same vein as the early 
Silent Hill WWes. and one that's firmly entrenched in Buddhist folklore and 
tradition. So open up that third eye of yours and take your first step up 
the cursed mountain. 



• TWILIGHT ^ 

Boanl Game 

Cardinal Hyjl 

It’s not that surprising that a movie 
featuring vampires that are cardboard 
characters and a story lacking in ac- 
tion would inspire a board game 
adaptation rather than a video game. 

Twilightthe game is little more than 
a bunch of glossy pictures from the 
movie glued onto a board. In fact, it looks as though it was slapped to- 
gether by a couple of teenage girls at a slumber party. Set up as a roll- 
and-move-style game, two to eight players answer trivia questions based 
on events that occurred in both the movie and the novels (e.g. "Who 
tasted Bella’s blood in the ballet studio?”) and advance around the board 
collecting "scene" cards. First player with eight scene cards wins. Yawn. 

Oddly, the game is aimed at an even younger audience than the PG-1 3 
films are. Strictly for tweens who like their vampires all fangless and 
sparkly. 
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DROP DEAD! AN EXERCISE IN HORROR! arch oboler ^ bsa mi) 



S poken word horror albums are a generally uninspired lot - either stuffy 
literary readings by veteran actors or childish stories set to canned 
"haunted house” sound effects. Few of these slapdash recordings ter- 
rify and thrill in the way they were meant to, which makes Arch 
Oboler’s 1962 Capitol LP Drop Dead! An Exercise in Horror! all the more ex- 
ceptional. Not unlike a round of scary tales told over a flickering campfire, this 
classic recording dragged the creaky “theatre of the mind" tradition from the 
radio dial into the hi-fi era. 

Though largely forgotten today, Oboler was a distinctive, creative voice, in- 
strumental in shaping the sound of horror throughout the 1 930s and ’40s. As 
the brains behind the popular radio program Lights Out (a position he as- 
sumed after series originator Wyllis Cooper left in 1936), Oboler became one 
of the biggest horror heavyweights of the airwaves. Often compared to Orson 
Welles, who incited panic with his 1938 radio dramatization of War of the 
Worlds, Oboler had a knack for combining uniquely outlandish stories with in- 
ventive sound effects to push his audience members' buttons. 

Though few episodes of the original run of Lights Oi/f have survived, hor- 
ror buffs still scour used record bins for copies of Drop Dead!, the radio racon- 
teur’s final tribute to his glory days. This stereo LP has eight recreations of 
Oboier’s best-known audio dramas, featuring a cast of seasoned voice actors 
and chilling atmospherics designed to take advantage of stereophonic sys- 
tems. 

Listeners dropping the needle on the album's first track, “Introduction to 
Horror,” are greeted by Oboler himself, who instructs everyone to dim their 
lights and turn away from the speakers. Accompanied by the sound of soft, 
scraping footprints, Oboler begins to describe a living, rotted corpse that is 
slowly, steadily advancing towards the listener’s back. Constantly admon- 
ishing the listener not to turn around, the narration grows more intense 
j and insistent, building to a shrill scream. It’s a simple but hair-raising 
, I two minutes that will impress anyone who dismisses audio horror 




Drop Dead! continues with a series of wildly imaginative stories, includ- 
ing "The Dark.” In this tale, a policeman and doctor answer an emergency 
call at a strange house only to find a mass of twisted flesh with “dangling 
organs” - a man who has somehow been turned inside out. As they ques- 
tion the manor’s other occupant, a crazed woman who only cackles in- 
sanely, they watch her become completely engulfed by a strange, creeping 
fog that also inverts her body - with a loud, gushy slurping noise. The men 
are so overcome with fear and revulsion that they fail to notice the evil 
vapours that are slowly swirling up behind them, until... SCHLUP! 

“Chicken Heart,” perhaps Oboler’s most famous yarn, is based on the 
true story of a scientist who kept an embryonic chicken heart alive for over 
30 years in his lab. The speculative version has the titular organ double in 
size each day until the “cannibal flesh" threatens the entire Earth. Best 
known for a later spoof version by Bill Cosby, the silly B-movie concept 
works with a bit of authentic medical explanation, ominously thumping 
heartbeats, and a cast that plays the seemingly absurd material absolutely 
straight. 

But not everything on the album is so serious. “I’m Hungry” features a Peter 
Lorre impersonator who delivers a tongue-in-cheek monologue describing the 
method for preparing his lunch, which involves sawing through a young girl's 
decapitated head in order to feast on her brains. More gallows humour ap- 
pears in "A Day at the Dentist,” a brief bit in which a toothache sufferer finds 
himself at the mercy of a jilted husband, while Oboler fills listener's ears with 
an uncomfortable symphony of whirring electric drills. 

Though Oboler also dabbled in television and film, none of his later work 
would be as recognized as Lights Out, which Is acknowledged as an influ- 
ence on everything from EC Comics’ horror publications to the work of Rod 
Serling. One of the most impressive and collectible horror LPs ever re- 
leased. Drop Dead! is a powerful testament to the tradition of old- ^ 


time radio and an outstanding exercise in terror. ^ '/ 
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"Take torture-horror to the next Tevel^ 
' ^suspense never looked so good!”^/" 

• • Valkar, the-other-view.com 
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Lacked and leaded in Fine Print 
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ene shall win. 



